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e're only three 
» æ months into the 
^^” new year, and already we've 
2 seen a steady flow of good software. 
Still, 1999 doesn't really start for PlayStation 
fans until that first big game hits the shelves 
Legacy of Kain: Soul Reaver is the first title 
with that special "star" status, the kind ‹ 
that everyone will be playing and talking 
months to come. And if the quality of 
"mega-hit" of 1999 is any indication of \ 
ahead, PlayStation fans have a VERY go 
year to look forward to! 
So, how does a PlayStation mag like : 
cover such a big game? All the way. We 
getting the ball rolling this month with our 
final preview and the beginning of our 
strategy guide, and we're by no means 
finished. You can expect increasingly 


detailed coverage to be ongoing in the 
> next several issues, as we unearth 
* more and more info on this 
incredibly deep game. 
Just remember, if you 
need Soul Reaver info, 
you need look no further 
ihan the friendly pages of 
your monthly РУМ! 

On a side note, we're 
thinking of giving the mag 
a bit of a facelift in the 
ear future, and l'd love your input. If you 
have any ideas or anything new you'd 
like to see in PSM, please drop me a 
line at the usual address. Thanks! 


| 
| 
} 
| 
| 
| 
| 


а LOK: Soul Reaver should kick-start -CHRIS SLATE, 
tation. 
587 een, EDITOR-IN-CHIEF 


снаи ef THe Меса irs 


one of the most talked-about 
£99, о о x 
сре а мыз "mt Legacy of Kain; Soul Reaver is just the tip of the iceberg. 


for Game of the s ; Here's a brief look at several other mega-hits headed our way... 
Year honors. t 


| R4: Ridge Racer Type 4 Classic Namco * Street Fighter Alpha 3 Don't be surprised if - “Survival Horror" Capcom insists it isn’t 
gameplay and graphics to rival Gran Turismo. this ends up the best fighter on PlayStation. Resident Evil 3, but a new horror franchise...? 





very issue, we match exciting | — 
new games with today's hottest | 
illustrators to create the PSM cover. | 
We take pride in creating quality origi- 
nal artwork,..to present our magazine 
at the highest possible level. 

When artist Joe Madureira isn't 
working on his top-selling comic cre- 
ation “Battle Chasers" or tracking | 
down arcade machines, he finds time 





PN 





to grace our covers. Check the Back | ~ Ја " aiia 52 

Issues section for the two legendary | depicts а savage Ваги - Joe obliges Raziel. After inking, the 
| е We а НА 

МКА covers and the awesome REZ nee роз. | kard | EUM 


cover. Joe loves gaming on the | 
| PlayStation, and his covers show it. 
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Brisbane, CA 94005 
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CEO © Chris Anderson 
Vice President/CFO : Tom Valentino 
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President « Jonathan Simpson-Bint 
(PC Gamer, Imagine Games Network, 
PSM, PC Accelerator, Next Generation, 
The Den: Daily Entertainment Network) 


IMAGINE DIGITAL DIVISION: 
President • Mark Gross 
(Business 2.0, ChickClick, MacAddict, 
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Imagine Media ќ is at ined people who have a passion. 
A passion for games. For business. For computers. Or 
for the Internet. These are passions we share. 

Our goal is to feed your passion with the greatest 
magazines, Иер sites, and CD-ROMs imaginable. 

We love to innovate, we love to have fun, and we 
have a cast-iron rule always to deliver spectacular 
editorial value. That means doing whatever it takes 
to give you the information you need. With any luck, 
we'll even make you smile sometimes... 

Thanks for joining из: 
























Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, Comics 
Boss Strategy for Stephen: 

Steve's pretty easy to beat. All 
| you have to do is distract him 
| with a cute Asian girl and then 
punch him i in the Stomach. 





Hobbies: Comics, hoops, J-Pop | 
Boss Strategy for Chris: | 
Kick him in the groin and his | 
‘head will pop up, Dash into the | 
flashing red orb in his neck 

three times, and ре" 5 history. _ 


















| Likes: Flight Combat, Fighting 
| Hobbies: Classic Games 

| Boss Strategy for Blake: 

First you grab the In-N-Out Burger 
powerup, then you throw it in the: 
corner of the room. Then when 
(90 look, you shoot me in the ar 


Likes: Racing, Simulations 
Hobbies: DJ-ing, Clowning 
Boss Strategy for Noah: 
:Noah can be tough unless you | 
now the secret... Simply | 
“switch his lactose-free milk | 
with real milk and back away. 


































Likes: RPG, Adventure, Platform 
Hobbies: Writing, Anime 

Boss Strategy for Fran: 
When she's tumed the other way, 
steal her Pepsi and various artificial 
stimulants. Then it's crippling 
migraine time, and you win. 


| Likes: jen) kind of game! 
| Hobbies: What else is there in 
| life besides videogames? 
| Boss Strategy for Chibi: 
| Just swap his PlayStation with а: 
| 32X-enhanced Sega CD and 
| watch the tears flow. 




































Eug $ ‚ Quote of the Month: 


NCIC! 























| Se which magazine is best for you, - 
| =~" Official or Unofficial? That's 
easy. You want independent, unbi- 
ased coverage, and you want to know 
that what you're reading is nothing 
| but the truth. You can only get this 
| with an UN-official magazine. An 
Official book has to answer its 

| Corporate Sponsor. And whose best 

t. interests do you think they're look- 

| ing out for? 


not anybody, can make us say what we 
don't believe to be true. We write about 
what we want to and put what we want 
on our cover. 


This is the kind of honest, straight- 
2 forward coverage that you can only 

get with an unofficial magazine. 
We understand that our readers 
come first, and we would never, 
_ EVER betray your trust. 





PSM is created by us and no one else. ШЕ 


Nobody has to approve our pages _ 
| before they're printed and nobody, 


This is our promise to you, the hard- 
core PlayStation gamer, who 
deserves nothing less. 
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"Packs serious action - plentiful gameplay with “one of the most advanced games on “unlike anything PlayStation gamers 
great graphics and sound." - PSM Online the PlayStation." - Gamer's Republic have yet seen." - Gamecenter.com 
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ever, neve 





“Plays fast and chaotic. Literally dozens 
of units can be on the screen at one 
time, and the battles that take 
place are epic.” . 

- PSM 
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* Virtually unlimited replayability. 
Unbelievable destruction. 





PlayStationi 


• Command massive brigades of sci-fi 
troops, tanks, gunships and bombers. 


+! 300 
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* Explosive 2-player action — unload 
: www.3do.com hi-tech firepower against a friend. 








САМ BE DEADLY 





Run, strafe, crouch, roll and climb through 13 highly detailed, Тане your best shot with 4 targeting modes, Wreak fiery havoc with 17 deadly weapons including the 
real-world environments filled with lethal terrorists. including nightvision sniper mode. 6-18 Pistol Machine Gun and M-79 Grenade Launcher. 
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| This is the truly disturbing world of Silent Hill, | 
where you play as an average man in an | ЛАИКА 
extraordinary situation that quickly turns — |. large and dangerous place 


into a waking nightmare. Our strategy ` р 
is а step by step walkthrough starting In the first part of our Kain 2 


from the beginning, briefly summari- От УТАТ 
ing what we covered last issue and Ж Ж EUR E се tite 
continuing up through most of this | ties spells and Soul Forges 
Konami masterpiece. 4 ' 

and tell you exactly what 
they do for you in your quest 
for vengeance. 


| Foe / 
Street Sköter = pg. 73 | ۳ 


It should be apparent by now that the staff of PSM absolutely loves this 
game. After hours upon hours of gameplay here at the е as well as 
numerous sessions at each other's houses, y 
believe that we've got a few nuggets of kn 
impart on how to play the game. Thi 
includes information on how to open 
bonuses, general skating tips to use. 
where best to apply those attribute p 
on mastering the three bonus rounds, B ٤ 
though, we've put together a killer gate-fold, 
pull-out guide with exclusive maps forall 
three courses and we've detailed — 
what we believe їо be the best pos- 4 
sible runs through them! 

















Final Fantasy Vill 
> pg. 48 ~ 


‘ve got the goods on the latest RPG 
Square, Final Fantasy VIII, including 
el W with the creator of the 
Hironobu Sakaguchi. 
want to miss this! 











a 


Legacy of Kain 






And don't forget about our last Legacy Of Kain: Soul 
Reaver preview! Here's where you'll learn all the 
latest on the game that is destined to be 1999's first 
mega-hit! Check out page 55! 


ЧОМ... : 
^ МУ SPONSOR 
WOULD LIRE ME ТО. 
ASK YOU ТО PLEASE 
TURN TO FASE ON, 
ПАСЕ 103. 












Il the best dirt on tomorrow's hottest games 


P Зе сити ES Dd » pg. 56 ~ 
> Alien Ве$игтес1їоп....................................................... »- pg. BB ~ 
b Army Men За нв и ја не » pg. BZ ~ 
b: Big А »- pg. 56 ~ 
b Broken Sword 2 fee ance а a »- pg. 50 ~ 
И RUD UM »- pg. B2 ~ 
P ENTOEIZE e O Л »- pg. 64 ~ 
> Final Fantasy \/ЇЇ!......................................................... > pg. 48 — 
р Jeff Gordon XS Васїпд............................................... » pg. 52 ~ 
> Legacy of Kain: Soul Reaver...................................... »- pg. 53 — 
> Legend Of Геда!а........................................................ » pg of- 
> Looney Tunes: Lost In Тїт....................................... » pg. 81 ~ 
> NBA In The Zone '99................................................... » pg. 59 — 
© Populous dll eren e Анан ed 

№ Rampage oo entem tee 

P HüslldoWTi» ао тави еее 

Pe заробе а ао e ae во ена 

> Soul Of The Samurai 

№ Sports Car GT 

> Thousand Arms... »- pg. 50 — 
> Triple Play 2000............................................................ = pg. 58 ча 





Legend Of Legaia .............. 
Looney Tunes: LIT ............. pg.61 — 
NBA In The Zone '99......... 
Populous lll......................... 
Rampage 3 
Rushdown .......................... 





_ Civilization Пош pg. 43 
Contender 
Dead In The Water ............ pg. 42 
Driver id 
ЁН Ооо 
Final Fantasy VIII ............... 
Guardian Crusade ............. 
Jeff Gordon XS Racing... 
Kain: Soul Reave 













Sports Car GT 
Street Sk8ter ...................... 
` Syphon Filter...................... 
Thousand Arms .. 
Triple Play 2000... 
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Otaku Station 
» pg. 10 а 


Welcome to Otaku Station, the official 
PSM gift shop—the only place on 
earth to buy cool official PSM shirts, 
hats, and other special collectibles. 
Aiko and Uchu-Kun are waiting for 
you. Check it out! 










A sneak-peek at what's gonna 
be hot for next month 





Sports Car 
BT 


»- pg. 88а 


Electronic Arts’ answer to 
Gran Turismo and TOCA is almost here, E 
and we're pleased to report that it's gonna be one realistic racer. We give you the first 
look at this exciting new game, along with some insights as to what makes this game 
one you're gonna want to have in your library. The action starts on page 63! 
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Join the ranks of the world’s fighting elite in Capcom’s Fighters Edge* 
Collect Fighters Edge points when you buy specially marked packages of 
Capcom's Fighters Edge games or via authorized special offers with partici- 
pating retailers. It's easy to join! Just fill in the coupon below and send it to: 
Capcom Entertainment, 475 Qakmead Parkway, Sunnyvale, CA 94086 
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STATE ZIP DATE OF BIRTH 
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(е) ver the last year, we have been reporting the 
progress on several different programs that will 


emulate the PlayStation on your PC. So, it comes as a 
complete surprise that, with absolutely no warning, 
Connectix announced a commercial emulator for the 
Macintosh that went on sale at this year's MacWorld. 

The emulator, dubbed the Virtual GameStation, is the 
first PlayStation emulator we've seen that actually plays 
a majority of PlayStation games within an acceptable 
performance margin on a Macintosh G3 system. 
Unfortunately, it isn't perfect and on our test system, 
games still dropped a few frames here and there- but 
well within playable limits. In the emulator's favor, how- 
ever, the sound was excellent and all of the movies per- 
formed flawlessly. The games were also all scaled up to 
a resolution of 640x480 which looked pretty nice. 

Where the emulator is drawing such attention, how- 
ever, is that it opens up some shaky new ground for con- 
sole makers. While the code has been entirely reverse 
engineered so that it doesn't infringe on Sony's copy- 
righted bios, and the emulator won't play import or 
copied games, many in the industry feel that Sony will 
try and take swift action to keep this emulator quiet. 
While Sony has only given a "No Comment", Roy 
McDonald, the CEO of Connectix promoted his compa- 
ny's position vigorously. 

"| can't comment on any discussions Connectix may 
have had with Sony, but it's our belief that this product is 








S 
Virtual Gan 
Station / 


Only $49 





A Roy McDonald, the CEO of Connectix, proudly shows off 
his new product. 
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Mies 


A Virtual Game Station won the "Best of Show". In the back- 
ground you can just make out Madden “99 on the big screen 
being played on the emulator. 


great for customers of Game Station games, and for develop- 
ers of Game Station software." Said McDonald in a short 
interview with PSM. "We think we're extending the Game 
Station platform. I'm not an expert of the gaming console 
industry, but what everyone has been telling me is that all the 
money to be made is in the software. And we believe this 
product should sell more 
software, which is good 
for Sony, right?" 
When asked . 
about the legali- 7 
ty of their new 4 
product, he 
insisted that 
Connectix 
was in the 
clear. "We've 
done other 
emulators, we've 
cooperated very 
happily with Microsoft à 
for the Windows emulator. mou НИ 
We're professionals — as far as we software is currently 


Өл 1 available for the 
know we did it in a way that's per- Macintosh and will be 













A The 


fectly legal.” coming soon for the PC. 


With a Windows 95 emulator in 
the works from Connectix (as well 
as a few other companies) we can only wonder what this 
means for our industry. More people playing PlayStation 
games is definitely a good thing for everybody around, but if 
this is 100% legal, we can definitely expect to see versions of 
this emulator on the successive generation of game systems 
like the Dreamcast and PlayStation ||. What effect this might 
have on each systems sales remain to be seen but we think it 
can only be good for gamers. 

There is a list of games that work well with the emulator 
up on http:/Awww.virtualgamestation.com and it should be on 
sale in a store near you by the time you read this. The MSRP 
is $49.95. 


Virtual Game Station may have been the first PlayStation 
emulator to market, but there are also several others in 
development. Besides Connectix's own VGS for Windows, 
there are at least two PlayStation emulators that are in var- 
ious stages of development for the PC. The most popular 
right now, due to the fact that it is free, is PSEmu Pro. 
While nowhere near as complete as VGS, PSEmu does 
have quite a few features in it that the Mac emulator is 
missing. The coolest feature is, of course, the support for 
Glide and Direct 3D which upgrades the visuals of your 
PlayStation games. Unfortunately, very few games current- 
ly work at 10096 on this emulator right now but upgrades 
are posted every couple of weeks on 
http;//www.psemu.com. The other PC PlayStation emula- 
tor to watch is the mysterious Bleem. Currently shrouded 
in secrecy, Bleem is another emulator being designed for 
commercial use like VGS. We have seen very little of 
Bleem other than a "demo" version that was leaked a 
while back (which was then recalled) which, despite it's 
obvious problems, ran extremely well. You can always 
check out the latest on Bleem at http://surf.to/bleem. We'll 
be sure to let you know more on all of the emulators as 
they get closer to release. 


A Are PlayStation games coming to your PC? We'll keep our 
eyes on this developing story! 


LATE BREAKING NEWS! 


Just as this issue was going to the printer we heard from a 
secret source that Sony has already assembled a lawsuit 
against Connectix. Allegedly, Sony will sue for intellectual 
rights infringement on the illegal use of its patented game 
system. Right now this is only a rumor, but by the time you 
read this we can expect Sony to have started moving for- 
ward on this if it is true. We'll Be sure to get more info for 
our next issue! 





pcom is unsure now whether their 
ketStation support will make itinto 


the US version of Street Fighter Zero 3. 
While they definitely would like to 


include the support, which involves 


training all of your fighters and was in 


the Japanese release, too little is 
known about the US release of the 
PocketStation right now. 


New Kid Co. will be bringing the game 
Hello Kittys Cube Frenzy to the US 
PlayStation very soon. The game was 
originally released in Japan under the 
title Kitty de Cube and it features sev- 
eral of the popular Sanrio characters 
in the Hello Kitty universe. The game 
itself is a puzzle game. 


| Acclaim has cancelled its upcoming 
game Bloodshot which was based on 


the comic ofthe same name. Evidently 
it failed to pass a green light meeting 
and was subsequently killed. Acclaim 
does have several titles planned for 
the PlayStation in ‘99 though 
including: Re-volt, South Park, Bust-A- 
Move 99 WWF Attitude, 
Shadowman, апа 


McGrath Motocross 2. pP | 


MONITO March 1998 
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e've already known for a while that Namco would be 
bringing R4 to the US sometime in ‘99 (although it is 
_ now rumored to be late '99), but now they have committed 
to at least four more titles. The first title to be released will ; : à s 
be Point Blank 2, the sequel to last year's shooting gallery- |" i se Ae eye more of the 
type gun game which will be coming in the Spring. | te the first game, | 
There are three more titles that we know about which 
| have no release dates set. First, we have Ace Combat 3, 
| the sequel to the awesome jet fighter series. Then 
there's Dragon Valor, an action RPG that allows you to fol- | 
low your characters through several different generations. 
Finally, there's Pac-Man 3D which is an 3D action plat 
former. Unfortunately, there has been no announcement for | 
either Soul Caliber or Time Crisis Il and it's rumored that these 
games may be developed for the next generations of iude. 
We'll let you know as soon as we find out. 





awesome visuals ЊЕ 
combined with some cool jet A Dragon Valor is Namco's first 3D RPG and it 
fighter action. ` looks huge. 


` 








The commercial actually shows very little in the 
way of gameplay, but what we have seen appearsto — ^ «7 iym 
be two player simultaneous play. There is а head up While Parappa isn't shown in the game screens, he 
in the corner that revolves between showing Katy _ |S featured prominently in the commercial. 
Kat and Rami and we feel that this is how two play- 
ers can distinguish whose turn it is. Other than that, 
it looks like traditional Parappa with the same visual 
style as before. The rest of the commercial revolves 
around Parappa at home seeing Rami on TV and then 
falling in love. 
Right now, the US release date has not been con- 
firmed, but we have been led to believe it will be 
Е 3 close to the March release date in Japan. It is also 
peer po ron onime ee though (but unconfirmed) that the title may be 
=== .changed to "Jammaster Rami” for the US. We'll be 


First Screens Of “ет 
Parappa 2 


























Ea 











ne of the biggest surprises in recent mem- x uw 5 
ory was the sudden appearance of the E Ў БЕРЗА FETS ae 1 
Parappa 2 commercial on Japanese TV. Titled 4 After Parappa sees her, he falls A In the upper left hand corner of ће A Rami plays an entirely different 





" madly in love with Rami. But is it screen, that Katy Kat is le of than P. „Би 
Unjammer Rami", the newest installment in the true к. or does he just want to selected. We think this i is end you esc Чигү heard very aid of it 
Parappa series looks to be concentrated on guitar “sample” some of her red hot guitar сап tell whose turn it is in a two yet. We expect it to be very much in 
licks? Only time will tell. player game. the Japanese Rock genre. 


rock than the rap of the previous installment. 





IP's anyone who starts a sentence, 
“When | was your age...” 











IFs your parents when they say, : 
"Why couldn't you be more like your brother?” 


E 


ТЕТ the girls who ever 
gave you a fake phone number. 











Show them how you really feel. 


Wreak havoc in 40 different missions, in four unique, upgradable ships, 
using 13 different weapons against 30+ enemy craft. Experience могтћо!е5, asteroids, cloaked planets, 
and kamikaze drones. Even play against that person you’re ticked off at, head-to-head. 


PlayStation 
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e haven't seen the last of Wipeout. Despite 

Psygnosis' stern denial of Wipeout 3's exis- 
tence in past months, our sources report that the most 
anticipated racing sequel is on the verge of being 
announced for release within the year. Specifics 
remain slim, but we have learned that the game will 
likely abandon its predecessors' link cable support in 
favor of traditional two-player split screen competition. 


û Get set, gang! 
Wipeout’s third chapter is report- 
edly right around the corner. 








ll right! A name that's sure їо ring a bell with 
PC fans will evidently soon be seen 
on PlayStation. Industry insiders have been over- 
heard saying that New World Computing's popular 
Heroes of Might and Magic series of strategic role- 
playing games will make its way onto PlayStation in 
1999, joining other popular PC series, such as 
Civilization, that have recently found their way onto 
our favorite console. 








Are PlayStation owners ready for the PC thrils and 
chills of Heroes Of Might And Magic? New World 
Computing is betting that they are... 
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| You want more than the latest headlines—you want the dirt, 


T LJ ГУ] C) 4 = | the inside scoop on what's really going on with the PlayStation. 


| Look no further, because PSM always has its ear to the wall... 


We may not be seeing Chris, Jill, Claire, or Leon again 
on PlayStation, but that's not to say some new characters 
and situations aren't waiting in the wings. 





ood news and bad news for Resident Evil 
fans. The latest word concerning the much- 
anticipated third game in the series is that it might not 
be a Resident Evil game at all. Sources close to the 
project report that while the game is being designed 
by the same team responsible for Resident Evil and 
Resident Evil 2, and will most certainly fall into the 
action-horror genre, it will not take place in the same 
universe as the Resident Evil games. These same 
sources insist that this isn't the last we'll see of 
Resident Evil on a Sony console, but that we shouldn't 
expect another game in the series until PlayStation 2 


comes into being. 
004 Now Sony's 
| ПОМ UU 
umor out of Japan suggests that Sony has 
landed the marketing and distribution 
responsibilities for Bandai's new handheld game 
system, the WonderSwan. Sega was previously 
onboard to get the device to market. Juicier yet is 
word that the portable will be modified to interface and 
trade data with the PlayStation, rather than Dreamcast 
as originally intended, as part of the deal. 


hoots Ва 


lassic shoot-em-up fans will no doubt 
remember Hudson's Star Soldier series, 
which has made appearances on such systems as 
the NES, Turbografx-16, and, most recently, Nintendo 
64. Overseas informants now suggest that an all-new 
chapter in the horizontally-scrolling shooter series 
will make its way onto PlayStation within 1999, 
though there’s been no talk of a US release of the 
game as of this time. 















4; Ridge Racer Type 4 
is just out of the gate in 
Japan, yet we've learned that 
Namco is already hard at work on 
a new installment in its flagship 
racing series. Unlike three of the 
four past PlayStation Ridge 
Racers, this new game will likely 
make its debut in arcades prior to 
making the trip to home con- 
soles. Early word is that the 
game — rumored to appear with- 
in the year — will run on 
Namco's newest arcade hard- 
ware, which is expected to fea- 
ture the ability to interface with 
Sony's new PocketStation PDA, 
thus opening the door to a prob- 4 
able future PlayStation, or more a 
likely yet, PlayStation 2. 


[А 


Namco can't sit still for a second, as word that work 
on its next Ridge Racer has already started is proof. 





| n-the-know industry sources are reporting 
EN that none other than Sony has secured the 
US publishing rights to Hudson's fighting game 
sequel, Bloody Roar 2. This comes as little surprise, 
seeing that SCEA published the original Bloody Roar 
in 1997, but what is surprising is word that the 
sequel — which, like its predecessor, features com- 
batants that transform between humans and beasts 
— will arrive as early as this summer. 











Boasting more characters and better graphics than 
its predecessor, Bloody Roar 2 is said to arrive from 
Sony in 1999, 





Resident Evil Illustration: Ryan Kinnaird 
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IT'S THAT SIMPLE. 


Purchase any Interplay titles between 
March 1, 1999 and February 29, 2000, cut 
out and send in the UPC's, and we’ll reward 


you with free games, accessories, or even 
your very own dream system! 


For more details, see specially marked Interplay packages, 
visit us at www.interplay.com/mostwanted 
or call 1-8300-INTERPLAY. 


©1999 Interplay Productions. Interplay, the Interplay logo and "By Gamers. For Gamers." are trademarks of Interplay Productions All rights reserved. 





























XS speed. awesome competition and the pulse-pounding exhilaration 
Of flying by cars at speeds in excess of 300 MPH. 
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PSM: In your opinion, how does 
Silent Hill differentiate itself from 
other games in the horror genre? 


KT: It will be easy to outline Silent Hill's 
characteristics if we look into the two 
main concepts that we focused on from 
the start. One is that the game was 
supposed have a "modern American 
novel" type of atmosphere. A traditional 
town in the countryside is the setting for 
the game, where it creates the 
weirdness and the eeriness in the 
ordinary world. 

That was one of the themes of the 
game. Another point is on the technical 
side. Using the light and the dark effects 
to create a life-like atmosphere, using 
full polygons. The darkness is the key 
element to the game, and we have 
created a completely new light source 
engine specifically for this title. 


PSM: What is the inspiration for the 
supernatural powers that exist in 
Silent Hill? Does any of it stem from 
real life folklore or legend? 


KT: To tell you the truth, and this might 
be not such an interesting answer, but 
all of Silent Hill was made up. Some of 
the names have some cult 
backgrounds or the sort, but what the 
team was most 

































































































































































inspired by were the cult movies from 
the 70's and the 80's and maybe the 
Science Fiction movies from the 
50's, more than the modern horror 
novels, actually. There are some cult 
icons that appear in the game, but those 
were just some added points to build a 
frightening feeling. 





А Silent Hill is filled with lots of dark, creepy 
locales. What more could you want? 


PSM: How much of the game is 
action? How much is puzzle? Story? 


KT: We try not to incline too much on 
one aspect, such as action elements 
etc. The action part of the game is 
X really just something to 
n Е hb the horror, so 

"n \ it get 
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Копи Japan: He took some time out | 
from finishing up his new project to — 
answer a few of our questions about _ 
the game, the nature of horror, and the 


stuff of nightmares. 


Hollywood movie-style orchestra, but 
it's more close to noise than anything 
else. It matches the hysteric mood. 
When combined with the game's 
graphics, they create the total horror. 


PSM: Do you really die at the begin- 
ning of the game? 





"THE DARKNESS 15 


THE KEY ELEMENT TO | 


THE GAME AND WE 
HAVE CREATED A 
COMPLETELY NEW 
LIGHT SOURCE ENGINE 
SPECIFICALLY FOR 


THIS GAME 4 





KT: You think that you die, only to know 
that it was actually a dream. Nothing 
more continues... | guess that the 
sample version was a little difficult to 
understand, so in the product version, 
we have added some text that explains 
the situation a little more. It does not 
explain exactly why it happened, but if 
you play the game along, you'll be able 
to find out. 


PSM: Have you had to limit your- 
selves in regards to the amount of 
gore or horror in the game? Is there 
anything that had to be taken out, 
stuff that was too shocking? 


KT: The half-transparent, small character 
enemies used to appear more 
distinctively, and also allowed you to 
attack them. You feel that something is 
near, and you brace yourself to attack, 
but when you find that it's a small 
nonresistant enemy, you feel a little 
relieved. We tried to put those kinds of 
ups and downs in the battle itself, but 
after some discussion, we felt that 
attacking a nonresistant enemy was not 


4 Unfortunately, players don't get a chance to 
play the game as Cybil, the cop. 





: decided to let him concentrate on the 
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such а good idea. That's why it's like 
that in the current version. 





PSM: What do you think the advan- 
tage of using pre-rendered FMV is 
over in-game cinemas? 





| 
КТ. The first impression and the amount 
of information is one. The characters in 
this game are very ordinary. They're not 
dressed in outfits or costumes, so in the 
actual game, the player cannot see the 
facial expressions or the face itself. 
That's why the FMV will certainly give 
the audience "the first impression" to 
the players, and when the in-game 
demo starts, it allows you to imagine | 
the character's facial expressions, etc., 
more clearly. We understand that there 
is quite a difference in the appearance 
of the characters in the FMV versus the 
game itself, but since the entire world is 
polygons, too, we had to limit it. Well, 
we would definitely like to solve that in 
the next one... 





if we have one. 


PSM: We have heard that one person 
handled all of the game's FMV. Is 
this true? 












А Got a roach problem? Bet it’s not as bad as 
the one Silent Hill has. 


KT: Thats very true. His name is 
Takayoshi Sato, and he also did the 
character design as well. He joined the 
team as a freshmen, and had no 
knowledge or experience in CG 
modeling. He was doing the models and 
the motions at the start of the project, 
but since his CG work was fabulous, we 


CGs only. Since then, he "lives" in the 
R&D building, devoting all of his time to 
creating the CGs for the past two years. 
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PSM: Why did you choose a small US 
town for the setting of the game? Is 
there a real Silent Hill? 


KT: If you like modern horror novels, it 
would be easy to understand, but it's 
the situation that you can't miss. In this 
game, the modern horror novel 
atmosphere was the hook, so we 
decided to choose a small U.S. town for 
the setting. Of course, Silent Hill really 
does not exist, and we have not 





À You could report your missing daughter to the 
police, but they're missing, too... 


allocated a certain place or time in the 
game. We deliberately did not use an 
actual place, since it might cause incon- 
sistency with the real thing. However, 
with the name Silent Hill, we got a hint 
from a real place in Japan. 


PSM: Why did you create such an 
ordinary main character rather than 
using a tough "commando" type? 


KT: Again because the modern horror 
essence was the key to the game. The 
main character is not a hero, nor is he a 
strong willed person. He has and keeps 
his morals, but he is really just a plain, 
normal person. His motions, such as 
swinging around his items and trying to 
catch his breath after running, falling on 
climbing the stairs, etc. are not very cool 
or heroic, but after a while, it would be 
easier for a player to project himself or 
herself to the main character. 


PSM: Have you had any nightmares 
resulting from creating this game? 


KT: When we were doing research for 
this game, one of our programmers had 
a nightmare that he was attacked and 
eaten by a zombie. When you 
experience a nightmare that you think 
can be used in the game, you usually 
tum out thinking to yourself, "Gee... 
what was | so frightened about?" and 
mostly it cannot be used. By the way, 
"Nightmares" is an important theme of 
Silent Hill, too. 


PSM: How did you go about 
designing the game's puzzles? Are 
they all logical or are some of them 
more abstract? 


м. 


M ~ 


KT: Most of the puzzles are abstract, 
since logical puzzles could be too 
simple, and difficult to expand. We have 
adjusted the scenario 
and the plot to make room 
for creative puzzles. Actually, 
the story itself is a puzzle, so we 
want you to imagine a lot of stuff when 
you first clear the game. 








PSM: How are you encouraging the 
player to play the game again once 
they have beaten it the first time? 


KT: | think that after clearing the game 
once, you're still left with many things 
unsolved. But when you play over and 
over again, the pieces of the puzzle 
come together, and you'll feel it makes 
the whole Silent Hill world come 
together. Also, there are things that 
change when you play the second time 
around, so | hope that players can 
discover that stuff, too. 


PSM: Could you see Silent Hill 
becoming a series of games? Or how 
about a movie? 


KT: Right now, there are no specific 
plans for a sequel, but when we get 
some good feed back after the game is 
released, maybe it can be a series. If it 
can be done on a new platform, the 
depth of the game will surely expand. 





А In the sleepy little town of Silent Hill, the fog 
can hide а mutitude of horrors... 


We think that we did pretty good job 
with the PlayStation, so we don't have 
any interest in creating something on 
the same platform. And making it a 
movie... | think that the scale of that is 
so different, | can't even imagine it. 


PSM: What in your opinion is the 
finest point of the game? What part 
are you most proud of? 


KT: | can say the overall visuals. Very 
natural movements of the people in the 
CG movies, and it was not just pursuing 
the most beautiful graphics. The edges 
to the atmosphere, the dark image of 
the whole background, and also the 
human-like movements. | think that 













including a realistic world does not give 
a "game like" image at all. 


PSM: What do you think is the scari- 
est part of the game? 


KT: It's not the 


system or the 
scenario, but 
the fear that naturally grows within 
you. Darkness is purely a fear to the 
human, and we tried to implement that 
element as much as possible. Also, you 
cannot predict what kind of attack that 
the creatures will make from the way 
they look. We thought that if you could 
not being able to distinguish friends or 
foe would create the most fear. 


PSM: What was the biggest 
challenge in creating Silent Hill? 


KT: Deciding to create a town in full 
polygon. Even though it was technically 
possible, considering the work load, it 
was bit of a dangerous challenge. At the 
end, because of the time frame, we had 
to cut some parts of the map. Frankly, 


THE FOG, WHICH 
WAS THE VISUAL 
EFFECT, THE 
DARKNESS AND THE 
CAMERA ANGLES 
COULDN'T HAVE 
SEEN DONE IN 
PRERENDERED 
ENVIRONMENTS ™ 


that's the reason why the town at the 
beginning is so large! Other than that, 
the team itself was brand new, so 
everything was a challenge to us. 


PSM: What do the real-time 
environments allow you to do 
that couldnt be done т 
pre-rendered environments? 


KT:The fog, which was THE visual 
effect, the darkness, and camera that 
runs across the town were all of the 
things that couldn't have been done in 
pre-rendered environments. We 
thought that it would be difficult to best 
our competition by using only 
pre-renders. One of the priorities was to 
















make the most of using the real 
time polygons. As a result, even 
though the feel may be similar, 
| think that we created quite a 
different game. 


У With creepy monsters in 
control of the land and the 
air, things don't look too 

good for our hero... 


PSM: Is 
there anything 
that you wish 
you could 
have done, but 
had to leave out due to 
time constraints or lack 
of technology? 


KT: Tons of things... | wanted to make 
the backgrounds more realistic. 
Breaking glass, bullet holes, able to go 
over the walls, etc. We wanted to make | 
it as real as it can be, but there were 
some limitations to the hardware. | think 
that if we are going to do a sequel, all of 
our wishes can be done in the new 
platforms. Also, since we focused on 
the story plot, we couldn't focus too 
deep into each character's background. 
And again, if there is a sequel, we would 
create that part separately. 


PSM: Are there any secrets hidden in 
the game? 


KT: If you're talking about secret 
modes, and hidden items, yes, there are 
some in the game. | would like the 
people to play and find out about it, 
though. Please think that everything 
that you can predict is in the game. Also, 
there are things that go beyond 
your imagination. 


PSM: Can you tell us about one 
secret or little feature in the game 
that only the developers would 
know about? 


KT: There are weapons that appear in 
the classic horror movies, so | hope that 
you enjoy that part. At first, you may 
find the battles to be difficult, but if you 
switch your light off, the enemies will 
not be able to see you as much as when 
you have the light on. The enemies are 
also sound conscious, and follow nois- 
es, so if you keep that in mind, you'll be 
able to find your way through the game. 
More tips and hints? If you walk side- 
ways, you won't make any noise, and 
the longer you're in the attack 

position, the more damage [> 
the enemy does to you. is 
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i 989 Studios or Sony CEA.....RPG.... 


^| D паше йы | в. —— . 
d Ibi TOIT : __ Release has changed since last month. 1 Pondal. 


E A brand-new addition to the list this month. 
We've listed every upcoming 


| ....Star Ocean 2 
“def Gordon XS Racing 

«Critical Blow 
„Tail Concerto 
You Don't Know Jack 
Dungeon Keeper 2 
Populous: In The Beginning 








Bandai .... 
Berkeley Systems... 
Electronic Arts .. 
Electronic Arts... 



































А А ЗО CUE еее АПУ Меп 90 =: i 

PlayStation game we can think Dd iie D RE ue ACTON... eg ace 
É à uaina. үрөп Filter : Fox Interactive... „Action Alien Resurrection 

of. However, keep in mind that 989 Studios... Action/Adventure.......Xena: Warrior Princess : Foy Interactive...........3-D Action... «Croc ll 

Е Accolade.... Snowboarding .........Big Air Snowboarding: 

these dates often change. It's still se о xit ме, M 
| Activision... „Ist Person Shooter........... Quake ll + Interplay... Action / Platform..............Farthworm Jim 3D 

fun to look forward, though! Atlus.. „Combat Racing.....Bomberman Fantasy Васе Interplay... ___Action/Platform.... | Messiah 





«Freestyle Boardin 99 : кој. 
Fighting .......... Marvel Superheroes vs. SF : Konami. 


Séldnerschild 























: DL H" M" а МВА: In the Zone '99 
| ыч BJ || || | БОВ | ^ — оо RPG........ Shadow Madness i Midway... „Jackie Chan's Stunt Master 
BI | |] ai | ' I td 3-D Action/Adv. ..Legacy of Kain: Soul Reaver E Midway „Rampage Universal Tour 

| ү. oe .-Ation/Strategy ...............Warzone 2100 $ Psyanosis. "Attack of the Saucerman! 
5 : .....Action/Puzzle ..Bvs & Bt-head Do Hollywood : Psygnosis.. „Strategy. и 
Interplay..... Hunting... American Deer Hunter т Publishing... Fantasy... Kingdom ||: Shadoan 

Konami Hockey... «Blades of Steel 98 i Titus... «Action .................Blues Brothers 2000 





„NBA In The Zone '99 : 


Konami.. ... Basketball... t Virgin ... 





...Racing....Superbike World Championship 




















































Konami.. Action/Horror. .. : Westwood Studios ...........Strategy........ .. C&C: Commando 
Mindscape ..... se Action... : Working Designs ...........2-D Platform... Silhouette Mirage 
New Kid Co. .. ...bhildrens.. „Elmo's Letter Journey : 
| (For December! New Kid Co. .. Childrens.........EImo's Number Adventure : 
4 Ws official: Metal Gear Psygnosis .. „Blast Radius | 
_, Solid was the best Holiday Psygnosis... Pro 18 World Tour Golf : 
зоо songra Konan Take 2.... ..Monkey Hero : 
THO....... | Bass Masters TE | 
December is by far the busiest month of the year for videogame Working Designs... ВРЕ... Lunar Silver Star Story | 
sales, with loads of games competing for Santa’s attention. It still 
didn't come as much of a surprise that Konami's masterpiece Metal 
Gear Solid topped the charts. It's just that good! 
989 БИО cue ee ва 
1 » Metal Gear Solid 889 Studios : 
2 b Crash Bandicoot: Warped - Crash is stronger than ever Acclaim . 
> Tomb Raider Ill - Strong, but Lara's not on top anymore Activision... - 
| > Knockout Kings - EA proves boxing fans do play games Activision... “Fighting js 
> Gran Turismo - Resurging thanks to Holiday commercials Asci «Fishing... 







по Fighting....... 
..3-D Platform... 
Skateboarding .. 
Baseball....... 
Classic ... 
„Fishing... 


> Madden ‘99 - A major hit all season long 

> A Bugs Life - PlayStation's younger players dig it 
> Twisted Metal Ill - A decent showing... 

> NFL Blitz - Still a damn good game for pigskin fans 
10 > Cool Boarders 3 - Rounding out tough competition 


NPD 
Chart 





....ех; Deep Cover Gecko : 
„Street Sk8ter : 
„Ларе Play 2000 + 
«Centipede : 
..Fisherman's Bait : 
Soul of the Samurai $ 


„више | 2ND-QUARTER GAMES 


legend of Legaia : 





Electronic Arts... 





о 0-400 Rw 


Electronic Arts... 
Hasbro ... 
Konami , 














Red Storm Interactive.........Action.......... 
Sony CEA... 
















Ubi Soft. All Star Tennis | 
(For November) Ubi Soft „ЈА: Racing Simulation; ce 
4 As gamers geared up for 
the Holiday season, the i TM thick ba In Time 
new Crash was the rage. „МА Baseball 3 





Every month NPD (a market research company) surveys a host of 
retailers to find out which games are selling well. In November, Sony 
took the top spot with its title Crash Bandicoot: Warped, the third 
instalment in the ridiculously successful franchise. 


1 > Crash Bandicoot: Warped 

2 b Metal Gear Solid - A new set of ads sparked sales 

> Tomb Raider Ill - Gamers say this one’s too hard 

> NBA Live “99 - Polygon players don't whine about money 
> NASCAR "99 - “Cyber Dale” takes the checkered flag 

> Twisted Metal Ill - You go, Sweet Tooth 

> Madden “99 - What else can you say? It sells... a lot 

> NFL GameDay “99 - Will GameDay ever beat Madden? 
> Crash Bandicoot 2 - Pulling the Crash double-whammy 
10 > WWF Warzone - Layin’ the smack down at the register 


Gamewatch: 





Just to clue you guys in, Konami's new game, 


Shogun Assassins, (previewed last issue) has under- 
gone an official title change to Soul of the Samurai. 
No biggie, but the game looks pretty cool and we just 
thought you should know. The release date hasn't 
changed, and the game is still planned to hit in March. 
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шло Меш Dies 





....Action/Adv. „Diabolical Adventures of Тоби 
...Racing..... McGrath Super Motorcross '99 











ufia Ill: Ruins Chasers 





310-ОФАНТЕВ GAMES 








ВЕ Ridge Racer Туре 4 





i Actision................ Car Combat... Vigilante 12 


i mp. e s Simulation.............. Monster Rancher 2 
: GT Interactive ................3-D Platform... Forty Winks 
о ~ ____- Dark Earth 



























: Acclaim.... 
i Accolade... 
i Accolade 
i Activision. 
$ Ascii 
t Ascii 
1 Ascii..... 














: Capcom... “A Horror Game" 
i Capcom... Star Gladiators || 
: Capcom... Street Fighter EX 2 
i Eidos... „Nermin 
: Electronic Arts... „Мото Racer 3 
: Grolier Interactive. ...Asghan 
i Grolier Interactive. Action Virus 2000 
і GT Interactive i Deer Hunter 
Frogger 2 
...Ganbare Goemon 
i Lionhead... „Black And White 
i LucasArts ыза 
} MGM Interactive... 
$ Namco... 
i Namco 








i Playmates 
: Playmates .... 
i Psygnosis 


..Strategy/Action . 
ActionTeenage Mutant Miis Turtles 3-D 
..Action/Adv.. 








i Psygnosis. «Shooter 
i Sony СЕА. 1st Person Shooter 
i Sunsoft.... Action/Adv.... 
..Action/Adv c Monsta Seed 





...Horse Racing... .....Gallop Racer || 
m en Айуепќиге...............................:.. Dead Unity 





Gamewatch: 


With Electronic Arts putting the nix on Thrill Kill (boot), 
THO's Shao Lin will be the first four-player fighting 


game to actually make it out. It's still scheduled for an 
April release, but we haven't gotten a previewable copy 
into our hands just yet. For those of you who don't 
know, Shao Lin is set in a traditional martial arts setting, 
which has a heavy influence on the characters and gen- 
eral style of the game. We'll keep you up to date. 
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i mindblowing! We've 

| ovi Se pr ко dling 
пп! апа we're not | 
тос | 
Ponce ues eee И 
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We're into 1999 already, and Namco 
still hasn't set an exact date for this 
game to come out! ARRRGH! We can't 
stand playing the Japanese version 
any longer — the kanji is killing us! 


The last NFS was опе of our favorites, 
_ во you know we're gonna be dying to 
get our hands on this one. It's got even 
crazier | than hefore—you сап 
d de c НИ | 


Ladies and gentlemen, boys and girls, 
children of all ages—Degeneration X 
proudly presents to you, the (former) Ё 
TAG-TEAM CHAMPIONS OF THE 

WORRRLD, the BAD-ASS BILLY GUNN, \ 
the ROAD DOG JESSE JAMES, THE NEW... 

AGE... OUTLAWS! (Yeah, we're pumped.) 


| Мей... technically ий oe hasn't 
А officially announced this game for 
бараа here jo be DA. ви ethan. КЕ | 
Ace Combat 3! You just know they're 
# gorma bring i ovar We've been keep- 
J ing our eye on the Japanese из 
and its looking extremely ‘ool, 


B» 


Yep, this is the new (extremely 
strange) title for Parappa 2. Sony has 
just now started to make official 
announcements about this game in 
Japan, which has re-sparked our 
interest. But... with the new lead char- 
acter Ramy, does this mean no Parappa? 


‘This шо title co Konami is 

ing us more and more... lts 

kindat ike Resident Evil in a certain 

Que and a lot Iie шм Bade, toe 
МИСИИ кен 









The movie came out over a year ago, 
and we still don't have the game. This 
could be good, though, since it looks 

like MGM is using the time to make 
sure the game is as good as it should be. 


\ What ae se can we say ied this 
game? Меј st plain want to play it. 
-The first Suil adan origi sone oy | 
of nowhere surprised at | 
how good it was, but since we're 

y waiting on the sequel, it seems like но | 
tein forever Hurry up, Kona | 


Ah yes, we've once again come to our 
final “Final Fantasy МИ spot". The 
game is just about ready in Japan, 
but unlike other titles, we won't be 
playing much of it because it’s too V. 
heavy with Japanese text. Sigh... Will 

our English version ever come? 








"A BEAUTIFULLY 
ANIMATED, à 
INVENTIVE AND 
METICULOUSLY 
DETAILED RPG 
FROM THE 
CREATORS OF 


TOSHINDEN.” 
= GAMERS’ REPUBLIC 
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© 1999 Тапай Corporation, Published and distri is : d j Wushinden” is a trademark of Takara Co, Ld. Tokyo, 
d reserved, AI OMe ks and trade names are the properties of teir respeeive owns, 
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The latest news and notes from the 
Land of the Rising Sun, featuring our 





onichiwa, Otaku! It's good to see all of you again! 
i A lot has happened since we spoke last issue, 
most importantly, | got my hands on FINAL FANTASY VIII! 
ШЕЕЕЕЕ!!! Even cooler, | didn't have to camp 
out overnight to get one (let's just say | know a few guys 
in Akihabara). How is it? | wish | knew! Those slave- 
drivers at PSM won't let me near it until this column is 
finished! Kisama... 

But anyway, the good news is that there's plenty of 
cool things going on over here in the Land of the Rising 
Sun. Hey, when is there not? The arcades of Shibuya, the 
nightlife of Shinjuku, and the videogame-filled streets of 
Akihabara are all within a few short train stops from each 
other, so there's never a dull moment for a modem 
Nihonjin like myself. Hey, you guys have really got to 
come over and visit sometime; we'll hang out! 

Okay, | guess "а better wrap this up so we can get 
started with the good stuff. | hope you're enjoying this 
section again, and thanks for all the kind letters for last 
issue! Now if you'll excuse me, l've got four cases of 
Рокка Coffee ready to go for an all-night FFVIII marathon! 
Jya ne! 





—Banzai Chibi-Chan 


№> The Bust-A-Groove sequel is on the way! By now 
you should have heard the new information on the 
Parappa sequel (if not, turn to Monitor NOW!), but what 
you probably didn't know is that Enix is hard at work on a 
sequel to its popular music game, as well. My sources tell 
me that this top-secret game could be ready for release as 
early as June here in Japan! Check back next month, and 
we'll hopefully have first shots of this hot new prospect. 


№ Final Fantasy Collection a Go! Square has made 
RPG gamers quite a happy bunch this month with a new 
Final Fantasy collection, which contains versions 4, 5, and 
6. Wow! As if that wasn't enough to blow your top, a lim- 
ited edition box is also available for the true hardcore fan. 
The collection hits the streets here in Japan on March 
11th. So far Square hasn't officially confirmed a U.S. 
release, but my sources tell me that it's definitely a go for 
later on in the year. So, unless you absolutely, positively 
can't wait, Га suggest hanging on to your money until it 
officially hits in America—that is, unless you can read 
Japanese, in which case, why wait? Go for it! 


* Banzai Chibi-Chan illustrations by Robert DeJesus 


very own Banzai Chibi-Chan! 


| here are some very strange goings-on in gameland here in 
^ Tokyo. Instead of the likes of R4 dominating the rankings, there 
are more and more slower-paced games moving to take the top spots. 
The "Board Game" category isn't quite as well represented in the States 
L| as it is over here, maybe due to the more action-oriented preferences of 
” U.S. gamers. But in the land where text-heavy RPGs 
* and simulations are king, the genre is stuffed full 
”” of bizarre-sounding titles, such as Simple 1500 уй 
Series Volume 1 and Sound Novel Evolution 2: <4 
Night of Weasel Slash. Really. And these are the games that den 
players are scrambling to get hold of. Not what you expected, eh? j À 













Hot For PlayStation 
Crash Bandicoot: Warped has finally made it over to our side 


masses. Listed as the hottest-selling game in both the magazine 
polls and in retail store charts, the ‘coot has kicked some seri- 
ous Namco butt, forcing the expected smash hit R4 to drop 
down near the bottom half of the top 10 in most stores. 
Capcom's Street Fighter Zero 3 is getting some serious air 
time too, as is Takara's mech fighter Gundam Brave Saga. 


À Japanese gamers are going crazy 
over the American-made Crash 3. 






Eagerly Anticipated 

The first big event of 1999 has to be the arrival 
of the PocketStation. That pesky PDA has 
shown up in some very, very weird ads, featur- 
ing a pretty Japanese lady and friends, dis- 
cussing various uses for the machine. Some of 
the ideas are more imaginative than others, 
including pictures of a guy presenting one in 
place of an engagement ring, complete with 


== 
F of the ocean, and is currently wowing the Japanese gaming 
e 


pink bow! Don't try that at home, lads. 

The other big title here has to be Densha De 
Go 2. This train simulator is so popular that 
Tomy is already releasing a variation, called 
Jouki Kikansha Unten Shimureishon, which 
basically just means, "Steam Locomotive 
Driving Simulation" . Now, | know you're all des- 
perately hoping that this one will make it state- 
side, but hey, don't hold your breath. 







That's about it for this issue. | can't say it was a huge month, but, ah well. 
Have fun, and don't forget to check back every issue for the update on what's 
| —Мах Everingham 





A Train simulation games are 
also found in arcades, as well. 


A Mech games, like Bandai's new 
Gundam Brave Saga, always do well. 


A American-made games usually don't 
do well here, but Crash sells loads. 
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Finally! 


We've been planning to bring 
you this strip since we start- 
ed Nihon Game Otaku the 
first time. Well, better late 
than never, right? You can 
expect to see Chibi and his 
crazy exploits each and every 
month, courtesy of the amaz- 
ing Robert DeJesus. Enjoy! 
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..Lets Make Tomica Town .................. 


DENSHA DE GO! 2 
Yeah, | know this is a weird 

choice for Pick of the 
Month, but it's a slim month, 
okay? Anyways, believe it or not, 
over here in Japan this is one of 
the most popular series on the 


THIS REMOTE 
DUAL SHOCK 











TITLE GENRE PUBLISHER 
Air Race Championship ................... Racing... <b... X-ing Entertainment 
Tomb Raider | ана во a Act/Adv....... Enix 
Holy Girls Version HEB esses. ANG I SI ца Konami 
Sonata MEE e BEG ee ас жас T&E Soft 
ATHENA: Awakening From the Ordinary Life... Adv.......... SNK 
ystic Ark Phantom Theato Tur. es Enix 
Densha De Got Zid о o M Taito 
Densha De Go! Special Controller........,.. Accessory ..... Taito 
70s generation Robot Anime GPX............ Shooting ...... Aroma 
The King of Fighters: Dream Match Never Ends. Fighting ....... SNK 
Vampire Legend eee Sm... Artdink 
Let's go for it! Baseball's Top-Class Team. ..... suc. c RN KSS 
Parlor Pro7 Real Pachinko Machine .......... Unscc o o Japan Telenet 
Dosukoi legend... sup c EE KSS 
Devil Summoner Soul Hackers.............. HER S LI Atlus 
Rising Zan: The Samurai Gunman............ GIS. oS Web System 
usical City Osaka ee ili peor ares su King Record 
Pochi Came Home: In My Pocket ............ Siren ore ee Konami 
. CINEMA English Conversation 3............. Dip cce бо Success 
How to Win at Pachinko Slot............... В. Sammy 
Dorit! Него School e eee и Su c. CSC MediArt 
Final Fantasy В. сс, ER E Square 
. Little Giant Microman .................... Acte ам ка Takara 
балар Васе ае > Racing........ Tecmo 
N Cage Driving Sensation ................. Sim E Toshiba EMI 
Captain Loveys иа но соо со eene es Дам cu LE Toshiba EMI 
. Gung-ho Brigade. о... Sie ero ано 


PlayStation! See, most everyone 
here rides the train to get to work or 
school, so there's a lot of interest in 
a train sim like this. | gotta admit, 
even | like these games! It kind of 
gives you an idea of what it's like to 
ride the train in Japan. Check it out! 
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A Densha De Go! 2 is being promoted 
all over the place right now, even on 
(you guessed it) trains. 
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Dead in the Water™ is a trademark of American Softworks Corporation. ОРЕ@ 96 Limited Partnership. ASC Games'" is a trademark of American Softworks.Corporation © 1998 
Dead in the Water™ is developed by Player 1. The ratings icon is a trademark of the Interactive Digital Software As ation, PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. No, no, no, this is not where the answer is, good try though. All rights reserved. 









Sweepstakes Rules: 

No Purchase Necessary: To enter, mail the completed Official Entry Form found in the March issue of PSM or send а standard size postcard 
containing your name, address, phone number, sex, Email address, age and answer to “Dead In The Water Sweepstakes" C/O ASC Games, 9 
Old Kings Hwy South, Suite 301, Darien, CT 06820. No purchase or payment of any money is necessary to enter, One entry per household. All 
entries must be handwritten. Mechanically reproduced entries will not be accepted. Entries must be postmarked by March 15, 1999. All entries 
become the exclusive property of Sponsor and will not be acknowledged or returned. Sponsor assumes по responsibility for lost, mutilated, late, 
illegible, incomplete, postage-due or misdirected entries. Only one prize per family, organization or household. Prizes: Grand Prizes, qty 2 : Grand 
Prize winners will receive one of two jet skis. Approximate retail value: $5,000. If the winners are unable to accept or do not respond by the dead» 
line, the winners will forfeit the Grand Prize and an alternate winner may be selected. First Prizes, qty 50 : First Prize winners will receive one (1) 
Dead In The Water T-shirt. Approximate retail value: $20.00.Winners will be determined by a random drawing from all valid entries by Sponsors. 
All decisions are final. Drawing to be held on or about March 20,1999. All prizes will be awarded. All prize winners will be notified by mail. 
Prize(s) are nontransferable. No cash substitutions or other substitutions of prize(s) are allowed, except at the option of Sponsor should the fea- 
tured prize(s) become unavailable. Odds of Winning: The odds of winning will be determined by number of valid entries received. Eligibility: 
Sweepstakes open to residents of the United States. Void in Hawaii, Alaska and Rhode Island. Noncompliance with the time parameters con- 
tained herein or return of any prize/prize notification as undeliverable will result in disqualification and an alternate winner will be selected, Must be 
18 years of age to receive the Grand Prize. Winners must sign and return an affidavit of eligibility/release of liability/prize acceptance within five 
days of receipt or forfeit prize. By acceptance of prize, winner(s) agree to the use of their name and/or likeness for purposes of advertising, trade 
or promotion without further compensation, unless prohibited by law. Employees and family members of Imagine Media, ASC Games and their 
respective affiliates and anyone else involved with this promotion are not eligible. Neither Imagine Media, ASC Games nor their respective affili- 
ates, subsidiaries, divisions or related companies are responsible for any damages, taxes or expenses that consumers might incur as a result of 
this contest or receipt of prize. Winners accepting prizes agree that all prizes are awarded on the condition that Imagine Media, ASC Games and 
their agents, representatives and employees will have no liability whatsoever for any injuries, losses or damages of any kind resulting from accep- 
tance, possession or use of the prizes. Winners List: For a list of winners, send a stamped, self-addressed envelope to “Dead In The Water 
Sweepstakes Winners List С/О ASC Games, 9 Old Kings Hwy South, Suite 301, Darien, СТ 06820. Requests for winners list must be received 
by March 15, 1999, Allow four weeks for delivery of winners list. Restrictions: Void where prohibited or restricted by law. All federal, state and 
local regulations apply. Sponsors: This Sweepstakes is sponsored by ASC Games and Imagine Media. © 1998 ASC Games. 

© 1998 Imagine Media, © All rights reserved. 
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Yes, the PlayStation is incredible—but that 
doesn't mean all of its games are going to 
knock your socks off. Our reviews give you 
the total breakdown on all the latest titles, 
so you know when to buy and when to cry. 





FEVIEWS 


the most ћопезг, dependable, unbiased 
playstation reviews on the planet—period 



















BREAKING IT ALL DOWN, РЕМ STYLE 


PSM Жж BREAKDOWN 
| : : a” Е тт _ 3Î This is те 
| come 

" ; Summary. It's 
— — Ix kind of like 
a “Cliff's 
Notes” for 


all you lazy 
who 


1ST HOUR 1ST DAY IE WEEK 2ND WEEK [IST MONTH [2ND MONTH 5 won't read 


the whole 
GAME Ж SUMMARY eaten 
THE CHARACTERS REALLY LOOK GREAT! IT TAKES HOURS ТО FIGURE OUT THE CONTROLS—THIS 


THE MUSIC IS JUST STANDARD STUFF, BUT THE GAME 15 TOO HARD ТО GET INTO 
ENVIRONMENTAL SOUNDS REALLY ADD A LOT V WHAT DOES THE BEAR HAVE ТО DO WITH ANYTHING? 


GAMES REVIEWED 
THIS MONTH & 


i 

















With our Replay Chart, you can see the ial lifespan of a game at 

a glance! Some games are great fun at first, but quickly wear thin. 
These are the categories that we think are most ers are tough to get into, but really take off if you stick with ‘em. A 
important when rating a game. Each is rated on 5 means that you will be playing it non-stop, while a 1 means its prac- 
a scale from 1 to 5, tically in the closet. 



































































THE PSM RATING SCALE 
UJ e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? ~“ Devil Dice 00000 OD оо 
To summarize a game's overall worth, we use the в — | Eggs of Steel 00 1/2 Parasite Eve ӨӨӨ 
traditional “five-star” ratings scale. If we give a game a F1: 98 G60 Psybadek ФО 
full five stars, it's our guarantee that you can't go wrong FIFA '99 6600 1/2 R-Types 0000 
with it, so go out there and pick it up! T hese are our ratings for Future Cop: L.A.PD. ©©© Rally Cross 2 0001/2 
some of the games released с. Darius ©©© Resident Evil 2 00000 
WHAT THE RATINGS MEANS over the past several months. Gran Turismo 90000 Rival Schools: 
Check ‘em out for any titles you Heart of Darkness 0061/2 United By Fate 0090 
e A PlayStation classic that no fan should be vito may have missed! Kagero: Deception || ӨӨӨ Rogue Trip 0۵01/2 
A can't-miss game, no matter who you are! Капа 0000 Roll Away 6601/2 
Abe's Exoddus 6660 Kensei: Sacred Fist 1/2 S.C.A.R.S. ©©© 
Areally well-done game. If you're a fan of the genre, Animaniacs Ten Pin Ally ©©© Knockout Kings ӨӨ Spyro the Dragon ОКО 
you should definitely check this one out. Apocalypse ӨӨ Madden NFL '99 со Street Fighter 2 Collection ӨӨӨ 
= Armored Core: MediEvil око Tales of Destiny 6600 
: Project Phantasma 660 Metal Gear Solid 9030 Tekken З 099090 
р не акин шейни дш QUSE СҮ MLB '99 000 Tenchu 80001/2 
р й || | Breath of Fire || 60901/2 Monkey Hero 000 1/2 Test Drive Offroad 2 0000 
Maybe worth a quick look if you're a diehard fan Brigandine ӨӨ Motothead 009 Tiger Woods '99 PGA Golf 0008 
e d Us dew ME РАЊЕ don't bother, Bust-A-Move 4 0009 NASCAR '99 01/2 Tomb Raider Ill 9990 
: д Я Bushido Blade 2 666 NCAA Football “99 ӨӨӨ Trap Gunner 6666 
Num 1| | BustA-Groove 60901/2 NCAAGameBreaker '99 0001/2 Twisted Metal 3 GG 
Dont even make eye-contact with this one— | | | Colony Wars: Vengeance 00000 Nectaris 0000 Unholy War, The 0000 
its not worth one second of your time. Cool Boarders 3 0000 NFL Blitz 0001/2 Uprising X 0000 
Darkstalkers 3 6006 NFL GameDay '99 ©0000 WWF Warzone «00 
Destrega 1/2 No One/Stop Mr. Domino © 1/2 X Games Pro-Boarder 9661/2 
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Hent Fil e 
Bennett be 
able to help 
our hero 
2 his daughter? 








PUBLISHER 


DEVELOPER 
A The effective 

Konami use of lighting when 
Harry is stumbling 
around in the dark is 
perhaps one of the best 
visual tricks used on 

the PlayStation. 






TYPE OF GAME 
Adventure 







4 Silent Hill excels in its use of 


d k «aste to the hospital. story line, dramatic plot twists 


and some incredibly well 


2 B re its 100 late. | conceived characters to move 


the game along. 


KONAMI CREATES THE PERFECT NIGHTMARE 


hen Resident Evil first burst onto the scene in early "96, the face of 

videogaming changed forever. No longer a hobby relegated to crayon-nib- 
bling tots, the game introduced the world to what mature console gaming was all 
about, with its creepy, violent tribute to schlock-fest B-movies. Though deeply 
entrenched in the same vein of atmospheric horror as Resident Evil, Silent Hill man- 
ages to successfully take the initial concept of terror and expand on it to create a 
completely different game. 

Though still an action game at its most basic, Silent Hill utilizes so much more in 
terms of plot, character, mood and the player's sense of sound, touch and sight that 
it aggressively draws the player deep into the increasing madness in the game. 

The most winning quality found within Silent Hill is the fact that the lead protag- 
onist is so incredibly ordinary. We assume the role of someone just like us who is 
presented with a crisis out of his control. He's clumsy with a gun and possesses 
absolutely no special powers, but once his daughter mysteriously disappears, he 
must utilize every trick in the book to find her and stay alive. 

The game presents players with a seemingly simple situation that grows increas- о. и 
ingly complex. The protagonist experiences phantom-like visions while gathering А 1 ку ты i Rs 
clues written in what looks like his daughter's blood. There's nothing quite like it and ПР — CIP He 
Konami has done it to near perfection. : $ à ь HIÍ- — 

Where Silent Hill stumbles, though, is in its similarities to Resident Evil. While where are T ou 
many of the puzzles appear logical and very much a part of the surrounding envi- 
ronment, there are occasional episodes where puzzles feel inorganic and out of 
place. While this can be solved by approaching the game as a surreal adventure, it 
still doesn't work incredibly well. Controls also aren't as spot-on as they could be and 
sometimes feel much like the stiff, "truck-like" handling of other 3D adventurers. 
But the importance of storytelling and character development take ultimate prece- 
dence over technical slights in Silent Hill, making this the hands down, must-have 
game for RE lovers and adventure fans alike. Just make sure to leave the light on. 


А The line between fantasy, reality and nightmare is 
continually crossed throughout the game. 


9 The beautiful CG segments and in-game cinemas 
keep the story moving, but never give away too much 
of the plot. 


EO 
INNOVATION | 


PRESENTATION 
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|. enemi 

| ply be avoide 
order to conserve 
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| your health ^. 
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Street Sköter C 


DEVELOPER 


Micro Cabin 











10000 


У ~ TYPE OF BAME 
о" кан ца 


| Skate Boarding 


4 The camera zooms in on the 
player when they are pulling 
У offatrick. Woohoo! 





be improved. For example, we wish we could skate on anything in the street envi- 
ronment, which is currently not the case. There could also be more tricks and more 

control over how the trick is performed. The opportunities to pull off tricks 
are plentiful, but there needs to be even more room for player cre- 
ativity. Despite our nitpicking, we truly love this game and only 
want to see more of the kind. Street Sk8ter comes with one 
of our strongest recommendations. Besides, if you love 

skateboarding, where else are you going to go? 





А The time limit can now be turned off during the excellent bowl and 
halfpipe mini-events. You can now spend hours on the half-pipe. 


SKATERS EVERYWHERE CAN REJOICE! 


m hen you think about it, the fact that this is the first 
skateboarding game on the PlayStation, as well as 
being the first skating game in over a decade to appear on any ES 
home console, is bewildering. There is an ever increasing library of 
games covering the expensive sport of snowboarding, but until now, the 
videogame counterpart to the far more popular and accessible sport of skate- 
boarding has suspiciously been untouched. More people have had a direct experi- 
ence with skateboarding than they have had with snowboarding and this massive 
potential console market has been totally neglected... until now. 

Although this is an arcade skateboarding experience, Street Sk8ter is the real- 
ization of the fantasies of anyone who has ever skated and played videogames. 
Considering that it is the only skating game available, it is destined to be a huge hit. 
As a matter of fact, we wouldn't be going out on a limb to say that there will be more 
skating games to come, just like we've seen with the snowboarding genre. 

The title was released first in Japan by Micro Cabin. We played the heck out of 
it, earning every character and bonus in the game. Unfortunately, it didn't take that 
long and, within a week, we had exhausted all the game had to offer. With only three 
real courses and lame character design, it lacked depth and replay value. A girl body 
builder and girl rollerblader in pink tights were the characters with the highest stats. 
Despite these deficiencies, we had about as much fun as you can have with a game 5 3 у 3 у 

Pe s ; е А Opportunities for huge air appear a few times each course. There is one spot that will launch you so 
while it lasted. Thankfully, the release coming to your PlayStation has improved on high that the developers had to make it so you couldn't pull off any tricks or the game would crash. 
many of the previously mentioned replay problems, as well as having hipper char- 
acters and music taken from skaterock bands on the latest Warp Tour. Some of the 
boards are even Powell Peralta designs. There are still only three main street cours- 
es, but they have now been divided by gates, so you are now forced to beat a course 
several times before all of it is open. You are also now penalized for falling, which 
makes you think twice before trying some of the more crazy stunts. Character's 
stats can be improved by using points given when you beat a course, which makes 
every character potentially the best in the game. This little feature is very appreciat- 
ed. There is also a VS mode which allows you and a friend to take turns trying to 
beat each other's scores on a single course. 

The graphics and fundamental gameplay engine 
remains from the original Japanese 


4 Much of the street course designs are totally fantastic rather than 
realistic. We only wish places like this existed in the real world. 





release. The game is very con- А 7 зем D 

trollable and easy to learn — Ж BAME Ж SUMMARY 
insane air can be achieved the very “% : 100% run! STREET COURSES ARE FUN TD SHRED 
first time you play the game. The looks — ™ о THERE ARE SEVERAL BONUS CHARACTERS ТО EARN W THERE ARE STILL ONLY THREE MAIN COURSES 


are a little rough, but have a bright ; COSE SUPERS CONTROL LETS YOU SKATE LIKE А PRO * ENVIRONMENTS COULD HAVE BEEN MORE INTERACTIVE 
arcade feel and the camera is excellent. ™ : D 


What's here in terms of gameplay is 
superb, but seems to us to be only a 
glimpse of what is possible. We've 
found several areas where things could 
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Inland 


| Wrestling 







4 Bad Bec and a 
complex control system really 
hurt WCW/nWo | Thunder. 





THO'S WEW OUTING SHOULD HAVE BEEN A LOT BETTER 


ost often a company strives to improve upon its previous efforts when 
А creating а game sequel. With WCW/nWo Thunder, the sequel to WCW 

ro, THO almost achieved this, but ended up faltering in the mos; e 
depa ment — gameplay. ; 
es ad of thi 















d "push in a. direction and hit one of the buttons” method, 
pla memorize a sequence of commands to input in order to pull 
| wrestling moves. For example, if you want to do a Hennigplex, you have to stand 
- next to your opponent and type in: Left, Triangle, Triangle, Square. That is simply 
ridiculous and unnecessary. It makes the game much more difficult to get into. 
Also, wrestlers still move awkwardly and the graphics haven't really been improved 

. that much. 
- . Those major flaws aside, Thunder does have a few things going fer it. Besides 
_ the large number of playable characters, the game includes a large variety of modes 
and figs. a great overall presentati ion. The game really makes you feel like you are 





Bomberman Fantasy Racing 
BOMBERMAN JOINS THE MASCOT RACE 


hen Bomberman made the crossover to platform character on the N64 
with Bomberman Hero, the move signaled the pink and blue dynamo's 
venture into previously unexplored genres. With Bomberman Fantasy Race, the 
venture is something new and completely different for fans of the series. 
Competing against other familiar characters from the Bomberman series, play- 
ers race on complex courses atop sherbet-colored creatures with minds of their 
own. What separates this racing game from others on the PlayStation are the 
numerous platforming elements embedded in each race course, as well as in the 
gameplay, itself. The animals you race on have stamina meters which gauge how 
far and how fast you'll be able to travel during a race, without slowing down. The 
experience is similar to the Chocobo racing mini-game found in Final Fantasy VII. 
Some of the platforming elements within the game can be found in the form of 
jump pads, gaps in the track and collectable power-ups on the roadside. All items 


BREAKDOWN 
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INNOVATION 
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GAME * SUMMARY 


А. TUTE CHARACTERS AND CARTOONISH WARFARE RETAIN 
SOME CLASSIC BOMBERMAN QUALITIES 


Á. CHALLENGING COURSE DESIGNS TAX YOUR REFLEXES 


P CONTROLS FEELS A BIT STIFF AND RIGID, ESPECIALLY 
WHEN TAKING TIGHT TURNS 


Мо REAL PHYSICS FEEL TO THE HANDLING 
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INNOVATION 


1ST HOUR jist DAY WEEK ЕЈ WEEK {IST MONTH 


GAME ж SUMMARY 


А. THERE ARE TONS OF WRESTLERS ТО PLAY AS 


А. INTRO MOVIES AND TAUNTS ADD ТО THE GREAT 
PRESENTATION 


|2ND MONTH 


WRESTLERS STILL MOVE LIKE ROBOTS 
THE GRAPHICS ARE STRANGELY GRAINY 
EXECUTION OF MOVES IS MORE DIFFICULT 





4 With 12 tracks, Bomberman 
Fantasy Race packs enough 
stuff in to provide challenge 
for the curious and for 

У die-hard mascot fans. 







greatly increase the interaction that your character has with the environment and 
greatly distinguishes Bomberman Fantasy Race from other straight ahead racers. 
This is strictly hyper-cutesy arcade fun, so don't expect the game to simulate car or 
hovercraft racing games. The emphasis is on controlling your animal and learning the 
course to avoid obstacles. And this is where BFS both excels and stumbles. 

Rigid digital controls that determine speed, acceleration and jumps could've 
been converted to analog, making the game flow more fluidly and intuitively. But 
instead, each success in earning first place on a course requires more real luck than 
skill at times. Meanwhile, the flexibility in each different animal's handling can only 
really be adjusted once you unlock new animals to race on. 

Hyper-cuteness aside, there's little beyond bomb-tossing, characters and 
weaponry to qualify this as much in the same vein as the classic blow ‘em up atti- 
tude of Super Bomberman 2, or even Bomberman World. But this is apparently a 
new era for the pink and blue hero and BFS, though too touchy and tough for kid- 
dies, is challenging enough for character racing fans if they can adjust to the decid- 
edy ana flavor of their favorite mascot's new sport. 





A DIFFERENT TAKE ОМ RACING WITH CUTENESS AND CHALLENGE 
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PSM's 100% independen 
approach means no 
brainwashing. 


No one can tell us 
what to write or 
how to write it. 
We form our 

own opinions 

and know that 
you do, too. 





питье PlayStation Magazine 


Unofficial. Unbiased. Unrivaled. 
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АКий 


Eidos Interactive 


| Crystal Dynamics 


Action 





4 Inventive levels and diverse 
| mission objectives keep Akuji 
from eternal damnation for 

| sluggish controls and a difficult 
manual camera. 


AKU HAS № HEART, BUT A LOT OF MIND AND SOUL 


E5) kuji's been having heart problems. Well, technically, it's been ripped out of 
his chest by the evil Voodoo priest, Murat. But either way, he's heartless 
and stuck in hell and it's up to you to get him out. Brandishing a pair of steel claws 
and some mighty spells, Akuji is heading for a wild ride through the depths of hell 
-to rescue his love Kesho, and grab a few ancestral heads along the way. 

. This is the best that hell's looked in a long time. Instead of going for the stan- 
dard black, gothic look that fill most horror-influenced games, Akuji opts for its own 
unique mix of dark tribal settings and dynamic, bright lighting that give it a surreal 
flair. Creatures don't fit into any standard genre, varying from limbless zombies to 
painted rhinoceros monsters that look straight out of Mexican folklore. The subject 
matter works perfectly within the game, since there are literally no limits to the char- 
acter or level designs of hell because it's, well... Hell. Akuji must travel over giant 
snakes in rivers of blood, fly on bird-like gliders through giant floating trees, as well 
as build a gargantuan snake totem. Each level is inventive and fresh, with different 
mission objectives and goals which continually surprise and challenge the player. 

But with every good, there's usually a bad and Akuji has its share. Unfortunately, 
the controls feel sluggish, and though it never really causes you to die while play- 
ing, it can make for some very frustrating moments. Precision jumps can become 
painful, and switching between spells can sometimes be erratic. Also, the camera 
may be moved around Akuji, but the controls feel too slow to be of any real use. 
Fortunately, a quick button allows you to throw the camera behind Akuji when need- 
ed, which saves the game from a mere one-night rental fate. 

Though the sloppy controls seem to keep the game from being perfect, the 
imaginative level design makes it more than worth the effort. The slick mix of puz- 
zles and fast-paced action means that there's rarely a slow or boring moment in the 
game, and the addition of cut-scenes that reveal the levels and story only add to the 
flavor of the title. Like the great 2D platformers of the past, every level has a new 
trick up its sleeve, and each moment is filled with bloodstained glee. Fans of the 
genre or those interested in checking out a good twist on the darker, more mature 
side of gaming should definitely give Akuji a try. 
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GAME ж SUMMARY 


©, INVENTIVE LEVEL DESIGN KEEPS IT INTERESTING W THE CONTROLS ARE SLUGGISH AND SLOW 
44. SNIPER MODE IS FUN AND EASY ТО USE Ў THE LONG RANGE SPELLS ARE AWFUL HARD ТО АМ 


А. COOL TRIBAL SOUNDTRACK KEEPS THE GOTHIC FLAVOR 
à SMOOTH 
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OW STUFF UP AND GET WET DOING IT 





№ e've seen this type of game before, but Dead In The Water takes place in 
i water, which actually makes this a far more interesting game than the lat- 
est batch of vehicular combat games. All the characters in the game share charm 
and appeal, as well as some fun boats that are as different in style and handling as 
their owners’ personalities. The character and ship design and story line of the game 
are very well done and outclass current car combat releases, excluding Vigilante 8. 

None of this would matter if vehicular combat didn't translate to water, but it 
actually does extremely well. The water physics and their effect on your boat during 
combat are fantastic and really seem to take the genre up a notch in the intensity 
department. It's not just battling opponents, but you're also battling the water itself. 

All the action takes place in nine different environments that range in location 
from the Grand Canyon to Hong Kong to a log ride at an amusement park. There are 
lots of places to catch air, with some jumps sending you into secret areas or caches 
of weapons. 

The boats on screen are clean and crisp-looking, with lots of detail. The speed 
and framerate never slows, even in the two-player game, although the viewing dis- 
tance will be reduced when using the split-screen. A variety of camera views, includ- 
ing a thrilling first person mode, round out the visual package. 







































| Action 


4 Driving a well armed boat 
around the Grand Canyon is 
part of what makes this game 
Ў surprisingly fun. 





DITW would have been a great game if it weren't 

for two things. First, even after you master the controls, 
you will get stuck and disoriented in the environment. If 
you're stuck somewhere too long, you will regenerate 
nearby, but this really disrupts the flow of the game. 
Worse, though, is the lack of quality artificial intelligence for 
the computer controlled opponents in the battle game. 
The Al is fine in the racing mode, but in battle, they 
tend to swarm only you while everyone is supposed 
to attacking everyone else. This really spoils the 
whole battle game. It's a shame. 


THE WATERY TWIST MAKE THIS GAME WORTH A LOOK 
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Civilization 2 





| It may not be the prettiest 
game ever, but it may well be 
one of the deepest. 


THE BEST STRATEGY BANE DN THE PLAYSTATION 


T he truth is, Civilization 215 one of the few games in the world that has man- 
aged to take an absolutely insane concept and turn it into a highly playable 
game. Basically, you start out at the dawn of time and try to build a civilization up 
from scratch through the ages. This means you control everything from how cities 
are built to how the people evolve intellectually over time. There are also several 
competing civilizations in the world with whom you will have to interact by setting 
up trade routes, spying on, or just obliterating with your army. If you think about it, 
the scope of the game is simply monstrous and, honestly, almost overwhelming. 
Luckily, the interface is as simple as can be. You control everything through 
some intuitive menus and button presses. In fact, as the size of your civilization 
grows, you never feel out of control because you control the pacing with the turn- 


Contender 
CONTENDER ISN'T... 


ell, Contender is one of those games that you can look at and almost imme- 

diately find fault. Admittedly, it tries for a cartoonish boxing look instead of 
the licensed feel of Knockout Kings; none of the characters really have any person- 
ality. The control scheme is terribly laid out and there are only a small amount of 
punches to choose from, that is, if you can actually manage to get the non cus- 
tomizable buttons straight. The animations are average at best and the graphics are 
plain and bland. In fact, we've never seen a game that really strived as hard to be 
unexceptional in almost every way. 

The biggest killer is, of course, the gameplay. A game can survive without all of 
the aesthetic touches, but still be fun. Unfortunately, Contender really isn't. While 
the controls are responsive, there just isn’t any real meat to this game. Boxing may 
not be the most complicated sport in the world, but Contender simplifies it to the 
extreme of high punch, low punch, high block and low block. There are a few other 
moves, but really, that's the core of the game. Of course, every character has their 
wild “super” punches that do more damage than the norm and, while playing, you'll 
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W HORRIBLE FIRST GENERATION GRAPHIES * № WAY TO CHANGE CONTROL LAYOUT 
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based system. A training mode is also available for those that think that they might 
need extra help. 

What sets this game above and beyond any other PlayStation strategy games, 
however, is the immense amount of depth and playability found within. Each game 
you play will be different and there are hundreds of different avenues you might pur- 
sue in the hopes of building the ultimate civilization. Don't be surprised to get sucked 
into this game for entire nights without realizing it, but sleep isn't a factor when you 
get caught up in the management of an entire culture. Want to conquer the world 
and rule by terror or create a peaceful society of intellectuals? You can do it! 

Although we realize that most PlayStation owners didn't buy their systems to 
play strategy games, if you did and you're up for what could possibly be the deep- 
est game you've ever seen, we cannot recommend this game enough. 


ONTROL 


1ST HOUR IST DAY ћ ST WEEK 


[2ND WEEK 


GAME * SUMMARY 


А. HUGE AMOUNT OF THINGS ТО DO AND FIND 
A. EASY GAME ТО GET INTO 
© THE GRAPHICS AND SOUND COULD HAVE BEEN BETTER 


{1ST MONTH |2ND MONTH 


А. THIS IS THE DEEPEST GAME WE VE EVER SEEN 


A THE CONTROLS WORK WELL WITH A GAMEPAD, WHICH 
IS A FIRST FOR A STRATEGY GAME 






* This is pretty much the worst 
| boxing game yet — and that’s 
) saying something. 


find that you have to really depend on these punches to win, or sometimes just to 
break up the monotony. For some reason, though, the game feels that it is necce- 
sary to "teach" you these moves in long unskippable training rounds, which basi- 
cally consist of learning how to press a button. Fights could technically drag on for 
hours if the rounds weren't limited with a time limit. Even the short rounds will seem 
like they take hours, though. 

While we really have nothing against a comical boxing game (we're all big Punch 
Out fans) this game just lacks the charm of the other efforts. We expect people who 
purchase this game to get frustrated and quit playing pretty quickly. Even the career 
mode is slow and dull and there is very little depth. At least there are a lot of 
different boxers to fight against. 

Overall, this looks and plays like a first generation PlayStation game and, in this 
day and age, that is just unacceptable. From the large polygons seams in the 
players, to the generally uninspired play, nothing in this game stands out as being 
purchase-worthy. We can't imagine what Sony was thinking bringing this out in the 
States, because there really isn't any fun to be had. 


FIRST GENERATION GAMES DON'T GUT IT ANYMORE 
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Guardians C 





A Your enemies will appear on the map as ghosts whose physical appearance directly skins to their 
difficulty level in battle. You'll know which fights are going to be tough just by looking at the size 
and color of the enemy. 


KNIGHT AND BABY ARE A WINNING COMBINATION 


m ith the release of the handheld PocketStation 

on the horizon, Activision gives gamers a taste of 
the looming crossover trend that's guaranteed to infiltrate 
many aspects of role-playing in the future. With Guardian's 
Crusade, those won over by breeding sims like Monster 
Rancher and Dragon Seed get the chance to try their 
hand at raising a baby monster from childhood, while 
exploring the world in a more traditionally RPG-ish environ- 
ment. Activision's choice to port over the Japanese titled 





Knight & Baby combines both genres to create a surprisingly fun and S t 


charming tribute to many of the tried and true conventions of 
role-playing, while implementing virtual pet aspects to boost the 
game's immersion and innovation. 

The adventure begins with the player assuming the role of Knight, a 
simple, but noble adventurer who stumbles across an orphaned baby 
monster in the forest. Then 
he's warned to take the 
creature under his wing and 
deliver it to its mother, lest the 
world fall to darkness. 

As an RPG, Guardian's 
Crusade holds up incredibly 
well. Many of the usual role- 
playing conventions play out 
during the game, such as side 


How can you people 
stand this mat 
hot dw 


missions, heavy exploration 
and a large amount of interac- 
tion with other characters in 





towns, ships and dungeons. 
But the real strength found in 
the game is in the amount of 
interaction with Knight's sur- 
roundings, which allows you to examine almost any item or object in town. Knight's 
sidekick, a feisty fairy named Nehani, gives explanations of nearly everything and the 
dialogue is usually different each time. But despite the high level of exploration, the 
story and many other elements of the game aren't necessarily the most original 
aspects of Guardian's Crusade. The game mostly feels like a cute, light-hearted trib- 
ute to many more thematically ground-breaking titles that have come before. 

The most appealing feature of the game is found in the ability to raise Baby into 
one of 17 different creatures, depending on what you feed it and how you treat it. 
Baby can also "fetch" you important items when given the command, but only if 
you raise it right. Otherwise, you're left with a disagreeable pet instead of a valuable 
ally. In battle, Baby can also transform into the different creatures you fight against 


4. Though not the most original in terms of storyline, 
Guardian's Crusade excels in its spotless translation and cute 
quirky features. 





Максн 1999 


нттР!//=РЕМИСМ. СОМ 








an 





| Tamsoft 


| ТУРЕ OF BANE 


The completely 3D polygonal 
world of Guardian’s Crusade 
remains cute, bright and very 
cartoonish throughout. 





in order to heal, fight or carry out various actions. While not a full-fledged breeding 
sim, the addition of Baby's interactive development is a solid twist on an otherwise 
very straight-forward RPG. Add to this the ability for Knight to collect and use "living 
toys”, which replace the standard magic system, and the game takes spreads into 
а new dimension that more than make up for its shortcomings. 

As a solid, light-hearted approach to epic role-playing, Guardian's Crusade is 
visually simple, but contains enough charm and personality to win over the 
most hardened RPG fan. 


Key moments are fold through highly 
stylized CG cinemas that show off the 
дате distinctive character designs. 





A 

> Battles are 

completely 

turn-based and 
4 Despite being a heavily rely | 
fairy, Nehani has а on the use 
long standing crush of Baby and Name He/max 
on Knight which may your stash of knight мини 139/295 
never be fulfilled. 





“living toys." 
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GAME Ж SUMMARY 


[8000 TRANSLATION MAKES THE LIGHT-HEARTED STORY INTERESTING AND WELL IMPLEMENTED USE OF THE 
SEAMLESS VIRTUAL PET GENRE 


MEMORABLE CHARACTERS WITH PERSONALITY AND THE GAME IS NEREDIBLY LINEAR AND A LITTLE BIT DN 
CHARM THE SHORT SIDE 


A SOLID AND FUN DIVERSION FROM THE USUAL RPG 
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ЕМЕМСЕ 


K-71 REVENGE combines all forms ot MARTIAL ARTS 
in a raucus type of fighting simulation that combines the special moves 
and combos of the best fighting games with the gritty realism only 
possible when the action is based on the true lite capabilities 


of ACTUAL К-1 FIGHTERS. 
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4 Madness is still a fun game 
despite it using a dated engine 


MADNESS '99 STILL MAKES THE GRADE 
he only basketball fans who are really enjoying any bit of entertainment this 


year are those who live and breathe college hoops. The fanatical, team- 
loyal, religious college fans are in luck, not only on TV, but on their PlayStations, too, 
because NCAA March Madness is on shelves on time. 

March Madness is a big improvement over last year's iteration in many ways, 
including the phenomenal level of options, choices, stats, and control that is put into 
players’ hands. Instant replays can be reviewed frame by frame, stats include injury 
reports, graphs, a short chart, 11 kinds of camera angles; you name it, it's there. The 
game is packed with gameplay modes as well, including Dynasty mode, the three- 
point shootout, exhibitions and tourneys, to name just a few. With a few exceptions 
(one of which is the horrendous slowdown, even on select menu screens, and the 
use of last year's game engine), Madness can hardly be beat. 


m Шы 





hile Syphon Filter may sport the most questionable title for a PlayStation 

game this year, it is a game that will surely appeal to the masses. Part X- 
Files, part Tomb Raider, the game combines intrigue and terrorism with puzzle solv- 
ing and guns — lots and lots of guns. 

You play Gabe Logan, super agent of a Government group known as the Agency. 
International terrorists have gotten hold of a new super-plague known as Syphon 
Filter (Aha! That's where the title comes from... ) and have now moved into 
Washington D.C. with enough toxin to kill everybody in 100 miles. You jump into the 
action at this point and run, jump and shoot your way through several levels, rang- 
ing from dark Subway tunnels, to a foggy Washington Square. The biggest innova- 
tion of the game is actually one of the nicest we've seen in a while. While Gabe is 
running, he can lock on to terrorists with his gun (whichever one you have selected) 
and shoot while still moving. This means that you can shoot at terrorists chasing you 
down a hallway or take out a sniper on the roof with relative ease. Combine this with 
a good variety of mission objectives and you really feel like you are part of an action 


GAME 


4 ‘THE STORVUNE IS INVOLVING, AND WELL TOLD : 
THROUGH THE CUT SCENES AND THE IN-GAME ACTION 


A ШЮШЕШН- Hrs 


с тоду 


gsrwex [OND WEEK 


* SUMMARY 
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| boosts your team's 































REVIEWS +7 


Last year's engine is our biggest point of contention. Hmm... Why not build a col- 
lege game using the newest engine? It's still solid, but it doesn't use the latest 
respectable frame-rate, facial expressions, or the super horse-powered monster that 
runs NBA Live. In comparison, March Madness '99's frame rate is still rather slow, 
the players look as if they're stumbling and stuttering around the court, and their 
faces are like ghosts, blank in expression. 

The music will satisfy anyone's taste, ranging from Obert, Moodstack, and 
Under, and with the new Momentum meter, the music fluctuates with the plays and 
's "morale." 


In the end, March Madness is a good update of last year's game, with standards 
Such as one-to-eight player multitap compatibility and analog controller control. It still 
holds its own in the college arena, even if it's last year model. 


15T HOUR IST DAY IST WEEK 2ND WEEK 


BAME Ж SUMMARY 


Ax THE MUSIC SELECTION IS TOP-NOTCH AND FITS THE Ф A TOTALLY SLOW FRAMERATE REALLY PUTS THE HURT 
GAME WELL 


JIST MONTH |2ND MONTH 


TIN THE FUN FACTOR 


W PLAYERS AREN'T THAT DETAILED AND LACK THAT 
POLISH 


А. PLENTY ПЕ MODES PROVIDE AMPLE VARIETY ПЕ 
GAMEPLA TYPICAL EA 





| <The missions in Syphon Filter 
| are always exciting and origi- 
| nal, like running through this 
destroyed subway tunnel. 





movie. The plot help as it propels you through one 
episode after another at a breakneck pace. 
Sometimes, however, the game's complexity 
just stops the pacing of the game dead in its tracks. 
There are many puzzles that will leave you stumped 
for a while and just ruin all of the building excitement. 
| There's nothing worse than running into an area guns 
blazing, taking out two dozen terrorists and then wan- 
dering around for 30 minutes looking for a way out. 
Sometimes, a bit more direction could have really 
helped this game a lot. For every level that shines with 
brilliance (the subway chase is one of our favorites), 
there are two moments of intense frustration else- 
where in the game. 

Overall, this is a stylish action thriller with a lot 
going for it. In a large crowd of average third person 
games, Syphon Filter stands out as something different 
and, for a change, well done. 


INAL SCORE: 





À FUN AND EXCITING ACTION THRILLER 
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E fter what seems like forever, the Japanese 
release of Final Fantasy VIII is finally draw- 


ing near. And because of that, quite a number of new 
details and screenshots have been revealed about 
the game. 

Two new characters have been introduced but 
we-are unsure of what sort of part they play in the 
story. Fuujin-is a female God of War that uses а 
Glaive-like spinning blade in battle. She also wears an 


Publisher Square EA 
Developer Square 





Square reveals new info about its latest RPG 




















Release Date 3rd Qtr 1998 
Type RPG 
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only do in real-life, 






ч important 
such as sending email k т part in the 
to friends! : = pow storyline. 


Obviously, РЕМИ ми probably > 
eclipse РЕМ! in -pretty much. every depart- 
ment. And from what we have heard, even the 
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eyepatch over one eye, which may have been 
wounded in battle. Raijin is the God of Thunder (we 
thought that was Raiden's title) and uses a giant 
wooden staff as his weapon of choice. 

Along with these characters, it looks like this 
new modes of trans- 
in- FFVII, namely the 
spaceship and the cars. Players will actually be able 
to go out and rent cars to drive around: in which 
should hopefully make traveling that much faster.and 


game will also feature severa 
portation: that weren't found 





easier. The spaceship, named 
Ragnarok, comes into play later 
on. What's neat about it, though, 
is the fact that it is capable of 
trans-atmospheric flight and may 
be абе ќо carry. characters to 
other planets. Remember the 
moon journey from FFI? 

It is additions like this that are 
sure to give this game ап 
extremely realistic feel. It is amaz- 
ing how. much. time and energy 
must have been spent on making 
sure that the world of FFVII was 
аз life-like аз possible. 
Backgrounds are incredibly 
detailed and characters move and 
look more like actual people. They 
can-even-do-a lot of the things 


while you are playing ће game. 


А There is a lot more background variety in FFVIII, so you will constantly be seeing new places 











storyline may surpass all previous Final 
Fantasy games. № that's the case, then 
Square may have achieved what it has been 
trying for = an rpg that successfully com- 
пез innovative gameplay, next-genera- 
tion graphics and a moving storyline to cre- 
ate a truly unique gaming experience. And 
that's all a gamer can ask for. 





< My name is 

Raijin and this... 
this is my big 
boom stick! 


























There are several ways to travel around the world of РЕМИ : 
— some new and some old. Here are a few of them: 


A Trains - When you need to take а train to 
another town, simply go to the train station 
and get on one. 


A Ragnarok - This is one cool-looking space 
ship. № may even be able to take you to 
. other planets. : 


A Chocobo - the big yellow bird is back 
and you will be using it more often than 
you did in FFVII. 


i 






| А Squall and Rinoa share а 

tender moment as they stroll 
through this walkway. They 
seem to be truly in love with 
each other. 


A Automobiles - It looks like Squall will be 
able to rent a variety of cars that will take 
him to different locations. 






[23.201 502!?1 











А You will meet all sorts of monsters 


ing everywhere is the only 
and bad guys. It looks like the party is 


pl 
way you will find all the information 








and items you will need on your quest: battling a bunch of plants right here. 
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Ful MOTION Beauty 


IF еге is one area that Square has always been consistently good at, it would have to be creating amazi о FMV 
. (Full Motion rideo) о What's incredible is that fact that the segments in FFVII look quite a bit better than those i in 
: РЕМИ. Players will be truly amazed. : а 


НТТР!/ /РБМ.16 М. СОМ 


А FFVIII has а lot more bakground vari- 
ety than any other previous RPG. This 
polar reigon is but one example. 


the video. segments that Square has created for FFVIII. It shows a battle between two of the main charac: ; 
‚ Squal and Seifer, lt is simply amazing what Square's artists can create if they have the time. 





A At the start of eT game, you will only 
have Rinoa and Zell to help you out. 
Other characters will appear later on. 




































А This dock looks almost like the one in 
FFVII except, this time, you have a much 
cooler seacraft to ride in. 


A Little details have been released about 
Fuujin and Raijin but we assume that they 


А Here is a shot of another kind of car. It 
looks like an off-road vehicle which should 
make traveling in the mountains easier. are in the game fo help you out. 








dos MeN with 


A Strangely enough, the general map 


of FFVIII looks somewhat like the one | 
found in FFVII. Only this time, you can | Higgy S KAGUCHI 
| NG апа Designer о inal Fantasy series 





expect d lot more places to visit. 





гог most American gamers, the name Hironobu PSM: Will Final Fantasy МИ have many elements 
akaguchi is relatively unknown. However, in from Final Fantasy VII? 

_ Japan, he is a celebrity simply for one reason Sakaguchi: | can't say specifically, but Final Fantasy VIII 
— he is the man responsible for most popular RPG is a steady progression from Final Fantasy VII. 

series of all time, Final Fantasy. Here, he answers a 

few questions concerning his latest project, Final PSM: Will it have as many cinematic cut scenes as 










> One of the 


шы Fantasy УШ. Final Fantasy VII? 

charac- Sakaguchi: Oh, yes. More than the 60 minutes that 
рекла PSM: Where do you draw inspiration for how you Final Fantasy VII had. 

is a make your games? 

боде! Sakaguchi: The films of James Cameron, especially 

that Terminator and Terminator 2. The whole balance and 

help = the storylines are great, and he doesn't use flashy, 

Squall. quick camera cuts. Thats what | actually strive to 


achieve, so [those films are] a constant inspiration for 
me in my production work. 


PSM: How many people are involved on Final 
Fantasy VIII? 
Sakaguchi: About 95 people are on staff. 


PSM: And how much will it cost to make Final 
Fantasy VIII? 

Sakaguchi: The figures really haven't been totaled yet, 
but it will be lower than Final Fantasy МИ, 


PSM: Really! How much did it cost to make Final 
Fantasy VII? 

Sakaguchi: About $25 million. Final Fantasy VIII will be 
less than that. 


Note: Our thanks goes out to Next Generation magazine for allowing us to use this interview excerpt. For the 
full interview, please check out the February issue of Next Generation. 


















Publisher THO 
Developer Revolution 
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» It looks like George is 
still trying to play it 
cool and impress 
Nico. Doesn't he 
know that actions 
speak louder than 
$300 sunglasses? 


his sequel to the 

graphic adventure, 
Broken Sword, heralds the 
return. of both George 
Stobbart and his love inter- 
est, Nico Collard, the two 
main characters from the 
first game. Finding a sacred Mayan stone sparks 
off a new adventure that will have players fighting “. 
off a dangerous crime syndicate and trying to pre- ` 
vent the release of Tezcatlipoca, the evil god of destruc- 
tion and sacrifice. 

Fortunately, the two main problems that plagued the first Broken Sword game 
have all but been eliminated. The loading times have been dramatically reduced, 
so players won't be sitting there gritting their teeth every time a character picks 
something up or walks onto a new screen. Also, the story has been written in a 
way that will keep the player con- 
stantly interested in what is going on. 
Some of you may remember that the 
first game certainly had its slow 
moments. Hopefully, the sequel won't 
have any. 

Take those two aspects and throw 
in a more streamlined interface and a 
fully orchestrated musical score and 
you have a game that may surprise a 
lot of people. Considering there aren't 
very many graphic adventures in the 
PlayStation, that's a good thing. 







4 


4. Yes, you too can look this good in just a 
few weeks by using our special Asian 
pearl cream! 









Publishar Atlus 
Developer Red Co./Atlus 


Release Date TBA 
Type RPG 





ЕЗ iding high on an unusually large 
amount of quality titles, Atlus 
(known mainly for its work on the epic 
strategy RPG series, Ogre Battle) has been 
among the most productive development 
and publishing houses on the PlayStation 
of late. With games like Kartia and Guilty 
: Gear under its belt, the preconception that 
— час 7 Atlus is otherwise а niche company is 
A Wis рних: Бела. becoming a thing of the past. Its latest 
enough plot to immerse themselves in. Work in Japan (in conjunction with Red 
Co), Thousand Arms, proves that Atlus 

isn't a company to take too lightly. 
Combining both hand drawn. sprite 
characters and completely 3D polygonal 
backgrounds during battles, Thousand 
Arms tells the tale of a young boy named 
Mais Triumph. Mais’ background as the 
son of one of the only spirit blacksmiths in 
the land makes him destined to go on a big 
quest with a party of friends from his 
homeland. Visually, the game looks 
promising, using prerendered backgrounds 
to make up environments during the non- 


A Early concept art of the game shows 
a strong relationship between the girl- 
crazy Mais and his childhood friend, 
Sodina Donfreid. 


Release Date May E 
Type Braphic Adventure Hi 
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А The backgrounds and characters are still 
all hand drawn, but are more detailed than 
in the first game. 


4. Unlike the first game, players will be able 
to play as either George and Nico. Now 
you can face danger as a woman! 





& You will have to explore every inch of this game to find the clues to unravel the mystery. 













drawn sprites and 3D back- 
rounds during bat- 
les makes Thousand 
Arms a game to Бе 4 
keep your eyes оп! he 







battle portions of the £ 
game, as well as CG | 
and anime cinemas to 
support the story. 

With magiccast- 4 
ers and weapon- | 
wielding characters, | 
Thousand | Arms ^ 
looks to be one of the more solid and high- 


4 Highly stylized 
anime 

sequences will 
feature voices 


ly traditional RPGs hinted at a US ‘99 and hopeful- 
release, but Atlus hasn't confirmed its ly provide us 

: : with a better 
Stateside appearance just yet. They are idea of how 


each character 
develops dur- 
ing the game. 


currently working diligently to find an audi- 
ence for another RPG waiting in the wings, 
Soul Hackers, which falls into the same 
series of titles as their '96 release, 
Persona. You can be sure that as more 
information develops on the US fate of 
both titles, you'll be the first to know. This 
may be the best year yet for RPG fans. 


> With a long lineup of RPGs like Thousand 
Arms showing so much promise for the ЕЈ © 
PlayStation, it’s hopeful that U.S. fans will be TL S 

seeing many of them in the coming year. di Sg. ا‎ 
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egend of Legaia is the latest role- 

playing creation to come from the 
team responsible for the smash hit Wild 
Arms. Set in a future where the Earth is 
blanketed by a “John Carpenter-esque" 
fog that turns average citizens into blood- 
thirsty monsters, the game tells the tale of 
three young adventurers on a quest to dis- 
cover its source and, as you'd expect, put 
an end to the evil. 

Taking control of a young boy named 
Vahn and his two companions, a girl 
named Noa and boy named Gala, players 
must avoid the mist at all costs as they 
make their way across the land, but they 
won't be unaided. A host of helper crea- 
tures will be on hand to lend advice, help 
them to fly, and generally keep the adven- 
turesome trio out of harm's way. 

Set in a fully-polygonal game world, 
Legend of Legaia takes the idea of the 
completely 3-D role-playing game a step 
further in that all of its in-game objects, 
including characters, are modeled entirely 
of polygons, and not sprites, as in many of 
the genre's other current offerings, such 
as Square's Xenogears. That's not to say 
that the game will come up lacking in 
detail, however. An impressive polygon 
count should ensure that its stunning char- 
acters and elaborate environment designs 
translate well from sketches to screen. 

Perhaps most intriguing, however, is 
the game's innovative battle system. 
Dubbed "Tactical Arts System," it enables 
players to create custom attacks combos 











ь яя’ 


A Vahn is the token teenage role-play- 
ing hero. He's wet behind the ears, but 
holds remarkable potential. 





A Noa is the party's only female com- 
ponent. Raised by wolves, she's a 
remarkable fighter. 


Publisher SCEA 
Developer SCE 


to inflict massive damage on enemies. 
Once the desired attacks are chosen, play- 
ers are treated to highly cinematic melees 
which bear more than a passing resem- 
blance to those of 3-D fighting games, 
sans total interactivity, of course. 
With its eye-popping visual 
style and unique battle system, 
Legend of Legaia is shaping 
up as one of the most У _ 
technically impressive | 
RPGs yet. If the storyline 
and dialog can keep 
up, Sony may very 
well have a hit on 
its hands. 





Legaia uses some FMV, 
but most of the story 
fakes place vía in- 
game scenes like this. 


Legend of Legaia's trio of unlikely adventurers may not look like the 
most seasoned warriors, but they're the only hope against the evil 







Release Date March 
Type RPG _ 


game's 


more stunning effects some 
into play when items and 


magic are used. 


mist that is turning their people into violent monsters. 











A Anf finally, there's this guy. Trained 
by monks, Gala is the oldest and most 
skilled of the three. 
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A Early in the game, players can learn 
the ropes of the battle engine with the 
village sensei. 





A Several different attacks can be chained 
| together in any order to create deadly | 
| custom combos. 
| 





A Vahn and his party can acquire new 
Tactical Arts during the course of 
their battles. 
























































role-playing 
category, 
this slime 
creature is 
one of the 
first Vahn 
and his 
party will 
encounter. 






A As with 
the rest of 
the game, 
Legaia's 
world map 
is completely 
polygona 
and boasts 
a surprising 
amount 

of detail. 
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Publisher ASC Games Release Date March = 
Developer Real Sports Type Racing ЕЛ 
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PREVIEW 







ттн: 


окы ст 
to save your fuel 
and get a faster 


Racing gets extreme with NASCAR's young gun _—_ | 
espite the fact that more and more 


panies are trying to catch up to | Some of the surroundings are a 
thestandards that Gran Turismo has set, it's | 1T" = я td little nontraditional for a racing 
good to know that some developers are leav- | = game, but who gives a damn? 

ing realism to others and are taking more cre- | Lo CAT! м. Just put the pedal to the metal. 
ative licenses with the sport of racing. Case in - | Remember, winning is the only thing! 
point, Jeff Gordon XS Racing. Sure they've . | 
employed the help of a NASCAR professional 
racer to create a game, but it looks like even 
Jeff wants to skew from his familiar roots and 
bring a racing game that's more intense than 
anything true-to-life can offer. 

Jeff Gordon XS Racing puts you at the seat 
of experimental cars that reach speeds 
upwards of 300mph, and the tracks have been 
designed to take advantage of that extreme 
pace. As your car screams down the roadways, 
you'll have to negotiate through banks, tunnels, 
narrow passageways, and even loops as you : S З | 

: У dimus à Eo $ | н 
race against twelve other competitors. Make it | ЗӢ Ap | E» | оваа, 
through the circuit of ten different tracks that : - i 
can be raced backwards and mirrored, and 
you'll be challenged by Jeff Gordon himself in 
8 fierce competition. 

But just because this is an arcade racer, it 
doesn't mean that realism doesn't enter into 
the game. The game stays true to the laws of | А Duck underneath this ominous-look- А Where would racing be without a 
physics, even when the track banks high into | ing structure. Just don't touch the sides. few tunnels to drive through? 
turns, or loops in on itself. Drafting will be a Я noA 
major strategy in how to increase the speed 
of your car, and the weight of the vehicles ¥ some tracks cut across the 
will play a major part on how the car reacts dirt, too. 
to the road. 
With Jeff Gordon assisting in the design, 
















А Check out the highlighting on the cars 
and glow from the stadium lights. 











Y And thanks to Jeff's spon- 


we'll see what a professional driver wants in à sors, Pepsi is plastered 
racing videogame. We like what we see so far, throughout the game. 





à Cars jam into the pocket, so make 
sure you don't collide in a turn. 

185 mph 
Bsi3rpm grd 





А Watch out! Some of the tracks can 

get a bit icy!!! Actually, considering 

; some of the more bizarre track settings 
" in Jeff Gordon XS Racing, a little ice 

à Hit the zip-strips for an incredible burst of speed. isn't really a big deal... 


L2 


















Manca 1999 Publisher Eidos Release Date March 
атте ЕЕК ЕАМ Developer Crystal Dynamics Type Action/Adventure 
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Here it is... the final preview! 


| very once in a while, a game comes through our office that everybody can't 
" Wait to play. We've known about Kain 2 since early last year, when even the 
early screenshots blew us away. Now, as the game approaches its March release date, we 
are getting even more excited to get our hands on the finished version. 

This newest version that we've gotten finally has all of the disparate pieces coming together into a more 
final form and, as usual, we were floored by the new additions that we could play. Besides the insane level 
geometry, we now can solve many of the puzzles that will be in the final game, as well as fight against 
some of the bosses. Quite frankly, the game still looks amazing. 

The sheer size of the world in which you play is awe-inspiring, and each area you go to is unique and 
eerie. The dark mood is further enhanced by the brooding music which plays in the background. You can't 
help but be drawn into the game. There are plenty of puzzles that are now seamlessly blended into the 
environment and each grants Raziel new abilities which will help him progress farther into the game. 
While many of the puzzles are "move the block" and "pull the switch" types, 
they are all done within the context of the game, so they never stand out. 
Even fighting has been enhanced and now you can pull off "finishing" moves 
with the spear and lift your quivering, bloody opponent off the ground 
with your weapon. 

Overall, there's not much new we can add that hasn't already been said, 
other than this game looks hot! Look for a full review in the next issue. 





< Raziel is the "hero" of 

Legacy of Kain. His mission 
is to exterminate all the 
vampires in Nosgoth. 


The bosses Raziel must face are the seven 
"generals" who rule under Kain. Over the years, 
their dark powers have twisted their bodies into 
objects of horror. 





A This boss is a mass of flesh constructed A Beat a boss and you gain its special abili- 
from dozens of different bodies. Now he ty. This Aluka boss grants Kain the ability 
wants to add Raziel to the mix. to breathe underwater. 






< The city dwellers 
will react to your 
presence by either 
giving you informa- 
tion or attacking you, 
depending on how 
you’ve treated them 
in the past. 





THE SHRINES 


A After a few slashes, = can ri А сен give а ранак and with 
| | j | i your opponent and pick them off the each opponent he defeats, he gets just a 
Raziel must seek out mystic shrines to gain the spells he needs. Each shrine has Around with a dromalic finishing move. lito atronger. 


its own puzzles and enemies that must be defeated before Raziel earns its prize. 













А One of the powers Raziel earns in the А The Soul Reaver is Raziel’s weapon of 
game is called Constrict and it allows him choice and it can be enchanted with magi- 
to kill opponents by circling them with this са! powers at the various forges found 
blue trail. throughout Nosgoth. 


A The shrines are all beautiful to behold А Raziel must successfully solve a puzzle 
and they house the secrets Raziel needs completing the wall mural around this 
to beat the game. shrine to earn its reward. 
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THREE 
SPORTS 
IN OnE! 


Since there are three completely 
different sports to compete in, you 
must master the nuances of each if 
you want to compete against the 
best the CPU has to offer. 



















4 Whitewater kayaking forces you to not 
only go fast, but to fight the currents of 
some of the world’s fiercest rivers. this is 
not a sport for the cowardly! 






Publisher Electronic Arts 
Developer Canal+Multimedia 





Yes, there is life after snowboarding... 





ou know, Rushdown is one of 

the few extreme sports titles 
that doesn't focus exclusively on snow- 
boarding, and for that we're thankful. In 
concept, Rushdown reminds us of the 
ESPN Xtreme games series which were 
released in the earlier days of the 
PlayStation. Like those earlier games, 
Rushdown forces players to focus on 
mastering more than one type of sport 
to ultimately beat the game. 

What Rushdown offers more of than 
its spiritual predecessors, however, is 
variety. There are over 15 different 
courses in Rushdown, spanning over 
Africa, Europe, North and South 
America, Southeast Asia and Japan. 
Hopefully this ensures that this game 
has much more lasting power than any 
of the other multi-sport extreme games 
that have come out. 

There are several modes of play in 
Rushdown, including a training mode, a 
championship mode, and a two player 
competitive mode. The training mode is 
just your basic time trial game which 





allows you to become familiar with all of 
the vehicles and tracks. Then, after you 
feel fairly competent, it's time to go into 
the championship mode to race against 
local champions of each sport in each 
respective area. When you beat the 
champion, you then advance to the 
next hardest track. The one thing 
you- have to know in order to 
beat these champions is which 
equipment to pick before each 
race. Pick the wrong bike for the 
track you're оп and it won't 
matter how good you are — you'll 
get eaten alive by the competition. 
Finally, there is a split screen two 
player mode which promises to extend 
game playability. 

So far, we like what we've seen of 
Rushdown, although it admittedly is a 
little early. We'll let you know more 
about this fast-paced game as soon as 
we get closer to the finished version. 


Y It just wouldn't be an extreme sports title 
unless you had a large variety of stunts 
you could pull off. 


Release Date March 
Type Racing 


A Mountain biking is a sport in which 
speed is just as important as managing 
tight control over your bike. One slip up 
and yov'll be all over the mountain. 
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д While snowboarding may not be as 

"extreme" as ir used to be, its still is one 
of the fastest, perilous, and most exciting 
sports out there. 









А You'll have to be very careful when 
kayaking not to smash your fragile boat 
up against the rocks. 


A Talk about detail... Check out the 
Jansport ad hanging above the pier. It’s 
just like you'd see at real events. 











A The terrain has 
certainly undergone 
great transformations 
since the old Xtreme 
Games days! 


А Learning to control your ride is definitely a key to success. 
Hey, watch out for that tree! 


EXOTIC 
LOCALES 


With over 15 tracks scattered over 
five continents, there is an almost 
staggering amount of variety to the 


tracks you will get to compete on. Some lecations are far removed 
from civilization and the tracks are far 


less refined. 


In kayaking, you will race on some 
of the world's fiercest rivers without 
having to worry about fatal injuries. 


The city in the background provides 
a spectacular backdrop for some 
"urban" snowboarding action. 


- А Paysite an A 
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Release Date March 
Type Sports 


Publisher 989 Studios 
Developer 989 Sports 
Гр 


989 takes the sports genre to the extreme 
uite recently, the Extreme games have started to gain a pretty large following of 


Q) fans, many of whom are gamers. Knowing this, several companies, such as 989 
Studios, are designing upcoming sports titles to appeal to this growing market. 
3Xtreme is actually the second sequel to the ESPN Extreme game that was available 
at the launch of the PlayStation. For those of you:who don't remember, that particular title 
һай ап emphasis on racing and featured skateboarding, biking and.-rollerskating events. 
3Xtreme will follow in that same manner, but will improve upon 
every aspect of the original title, especially the graphics. 
There are now 22 completely new courses, featuring a 
variety of environments, such as subways, coastlines and 
mountains. Players will also-be able to pull off a 
larger number-of tricks. and combos in a 
rore realistic-looking manner, due 
to the new motion capturing 
techniques that were used. 
989 is really going all out 
| for this title and it looks like 
|. this could be the game that takes 
20 the sports genre to new levels. 
We'll keep. you updated as soon 
as we get more information. 
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Y There are so 
many ramps to 
jump off that play- 
ers will probably 
never get bored of 
these levels. 





















Release Date Ist (tr. 
Type Snowboarding 


Publisher Accolade 
Developer 





















an 


mong the latest rush of boarding 
} „ ' games, Accolade joins the race with 
its pro-snowboarder-packed Big Air. Boasting 
over 25 tunes by big modern rock acts such as 
Blink 182-and Andalusia, Big Air also includes 
licensed official snowboards and real gear that 
authenticates. {Не snowboarding. experience. 
Players. will-be able То choose the music 
tracks to accompany the courses as they see 
fit as well as choose from big name brands in 
the different snowboard gear lines. 

With all-of these features in tow, the 
gameplay: in Big Air promises to offer. 30 
courses for the player to race in any mode, 
including Halfpipe, Big Air, Boardercross, and 
Slalom, as wellas Freeride. Halfpipe mode will 
also: give players the opportunity to carve five 
original tracks. Competition within the: game 
will open up additional areas and countries for 
the chance to participate п more difficult 
= . challenges against professional snow- 

е boarders as- “bosses.” Once you 
beat the boss on such tracks, you'll 
unlock them as playable characters 
to use as you see fit. Boss charac- 
ters exhibit-trademark motion-cap- 








А Tricks and first place winners will make it 
fe. the next round and eventually face chal- 

longer on the slopes of Germany, Sweden 
many other countries. 




















А The Halfpipe cours- 
es, as well as the Big 
Air contests, will 
have you catching 
some serious hang 
time in order to pull 
off the best tricks for 


the most points; 4 Competing against professional 


snowboarders provides a good rush to 
finish in first. 


A Racing in a subway can be a -danger- 
ous proposition. We guess that is why 
they call it Extreme games. 
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A The time gates are back and will give 
you extra time if you manage to ride 
through them. 













Y The characters 

really resemble the 

Gen X “athletes” 

that compete in the 
X games. 













aT 

















á The ability to 
knock down oppo- 
nents has been 
retained and is still 
just as fun. 


4 Stairs and other 
obstacles give play- 
ers plenty of oppor- 
tunity to pull 

some killer tricks. 
















А ребе mode allows 
үу fo compete against а 
riend in гри screen schon: 


ture moves and tricks from their real-life coun- 
terparts, such as Mike Beallo (Burton team) 
and lan Spiro (Playboy Halfpipe champion). 

But beyond the-big names and promising 
perks for snowboarding enthusi- 
asts, will Big Air ре абе to mea- 
sure up in the gameplay catego- 
Гу? There's по telling- yet, but 
once we receive a playable ver- 
sion of the game, ме! give our 
readers the scoop т ап ирсот- 
ing review. But with so many fea- 
tures and alot of licensing to back 
up the hype, Big Air promises to 
give Cool Boarders and ESPN- X-Games а 
good run for their money. Watch for it-during 
the coming month. 


which adds more replay 
value to Big Air. 





A Expect to take the fall 

hard when you land on your 

face and feel it with the 
Dual Shock. 





= ~ 2.29 maL 






^W Discover secret short cuts to blow the 
competition away. 








E Intense 2 player split screen racing! 
| ' Clean out your friend's piggy bank with the 


de Dual Shock™ analog controller compatible. à я 
unique wagering system. 


(vibration mode only) 


EVERYONE 





PlayStation 
y ® 
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Publisher Electronic Arts Release Date Opening Day Marcy 1999 


Develaper EA Sports Type Sports 
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EA takes baseball into the next millennium: 


his year, EA has placed:an emphasis on mak- 
ng-sure that Triple Play has something for 
every--baseball-fan- out-thére. Aside- from- the 
usual additions of updated stats, higher detailed - 
-stadiums and improved player : 
= animation, there-are going to. а 
be--several-new.-modes ап: #оғсе and 
more refined controls. pee que 
“One of these modes is the cool trail effect 
reformatted Home Run Pehind it 
— Challenge. “Having а тоге "m. 
arcade feel to it, the Home-Run Challenge invites you to FUDDING © i 
one-on-one competition, with-only three outs, to see Who 15 ћелије у 
baseball champ.-This is the perfect mode to play when you just want 
40 pop in the game and play baseball without having to worry about: 
-too many options. — — : 
- Other additions include RES new player facial animations, which 
reflect their. emotions-and situations during the дате, апда more 
-active crowd that celebrates when it is appropriate. There are also 
--going-to-be over-75 different camera angles-to keep the action up- 
close and personal What more can you ask for? EA is coming prë- 
-— pared and it looks like -7P2000 will easily be-one i the top contenders 
= п this year's pennant race. 





































А The catcher jumps into action, hoping to 


: catch that flyball for the all-important third. 
| out. Shouldn't he throw off his mask? 


А With over 75 different camera angles; 
players are always assured that they have 
the perfect view of the action. 


А Improved animations give the players a 
more realistic look, whether they are bat- 
ting or simply running between bases. 


* This close-up gives you a good view of 
the sort of intense facial expressions that 
EA is trying for. 









Publisher Midway 
Developer Avalanche 


Release Date Spring ‘99 
Type Action 







































Fhe 15 year old arcade classic Rampage saw a rebirth 
last year on the PlayStation, titled Rampage: World 
Tour. Though the game sold incredibly well, there were a 
few problems. One, the arcade version was three players, 
but the PlayStation version only let two players in. Two, 
variety. Rampage: World Tour didn't have much at all. 
Midway is jumping on the success of the 
game with а familiar sequel. Rampage: 
Universal Tour brings back the classic 2D smash- 
and-bash gameplay, but adds a few more tidbits. 


i First, the line-up of 100-foot monsters has grown 





Curtis, a from three to seven: the giant ape, lizard and wolf 

giant rat are joined by a mammoth lobster, rhino, rat, and one-eyed 

who's. T т T 

bent on alien, and each has his own moves and combos. What's 

sey more, with the multitap, up to three players can control their 
му buildings. 


own creature. And the rampage traverses through hundreds A Аа-а monster you сап knock over.a few 
of levels, each represented by familiar 
landmarks specific to that city. 
Judging by a first look at the 
game, this Rampage doesn't 
look like К strays much 
\ том Ме - original 
А design. If you liked the 
E last versions, you're 
probably going to love 
romping through the 
Universal Tour. 





А Weather waits for no man... or hundred 
foot tall beast, either! 


-> Watch out, here comes that. 


Е f À The line-up includes a few familiar faces, 
pesky helicopter 


as well as a few new ones. 
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Е) ven after all these years, there 
has yet to be a truly great bas- 
ketball game released ^on the 
PlayStation. Sure, there have been 
good ones, but all of them have had 
fatal faults that needed to be fixed. 
Now in its fourth incarnation, NBA In 
The Zone is hoping to fix all those faults 
and become the perfect b-ball game for 
NBA fans. 

The game will feature two new 
modes, consisting of a three-point 
shootout and a slam dunk contest. 
However, they are not handled quite 
ike you would think. For example, 
instead of directly controlling your char- 
acter for the slam dunk mode, you 
merely influence the dunk he is 
attempting. You first choose which 
evel of dunk difficulty you want to pull 
off and then the screen displays a 
series of button commands. You get a 
ew seconds to memorize this 
sequence before it disappears. After it 
disappears, you have to type it in exact- 
у. If you do, the on-screen player will 








BH 


А It seems that Konami has included 
everything in this game, including an 
option to play in the All-Star game. 


One of the extra additions to this 
year's lineup is the Dunk Contest: 
While not terribly interactive, it 
still allows players to have some. 
fun and try out some cool jams. 












Konami hits the courts with more 
options and extra modes 


-that your character 


А The first thing you have to do before 
attempting a dunk is selecting the difficulty 
(1-5) of it. 






Publisher Konami 
Develaper Konami 


Release Date February 
Type Basketball 
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? E 
4 
successfully pull off n сс 
the dunk. № you in 4 Holding down 
mess up, then there f ~~ ther THUAN 


gives you a 
turbo boost and 
allows you to 
pull off 
some fancier 
offensive moves. 


is a good chance 


will as well. 

The inclusion of 
modes like this; com- — 
bined with the new Ж. 
gameplay refinements, 
such as a unique ball stealing 
System, should help make /n The Zone 
'99 much more well-rounded than pre- 
vious basketball titles. And considering 
that the NBA season is cut in half this 
year, it is nice to know that fans still 
have a place to turn for their basketball 
needs. That's Konami for you... always 
looking out for the fans. 






A Much like a television broadcast of a 
basketball game would have, each time a 
player scores, their stats pop-up on-screen 
for players to see. 





4 When you are on offense, you can hit the 
R2 button and call out your own set plays. 


ITZ'99 has an interesting approach to steal- 
ing the ball. If you miss a steal, your charac- 
ter will run past the opponent and not be 
able to do anything for a second or so. 





| А The Three Point competition is another 
| addition that basketball fans should love, 
| especially when they don't really want to 
| play a full game. 











@ стене thet 


4 When you are standing by an 
opponent and want to steal the ball, 
simply hit the X button. 


| 
| 
| 
| 


А You can adjust pretty much every aspect 
of the game, including such things as the 
order of teams for the playoffs. 


S 


er UE 


А If you manage to type in the buttons cor- 
rectly, you will make the dunk and get a 
good score from the judges. 


А А sequence of buttons will then appear 
on-screen and you will have to remember it 
before it disappears. 












Publisher Konami 
Developer Konami 


Release Date March 
Type Action/Adventure 





PREVIEWS 





GAME 
STANDARDS 


а action/adventure games, there are 
always features that are included. VVith 
Konami, the inventory screen and the 
map have quickly become the standard. 





m ith Soul of the Samurai, Konami is hoping to take 
the action elements found in such games as Tenchu 


and Bushido Blade 2 and combine them with a strong 
storyline and atmosphere that feels authentic and is true to 
the Japanese style. 

The game will feature two selectable characters - one 
male (Kotaru) and one female (Hyaku). As is typical, Kotaru is 
a slower, but more powerful swordsman, while Hyaku is 
weaker and relies more on her speed than brute strength. 
Both characters will have their own unique storylines, but 
meet up with each other at certain moments in the game, 
much like Leon and Claire did in Resident Evil 2. Basically, 
Kotaru has returned back from a lengthy training period to find 
trouble has erupted in his hometown. 

Not only that, but his parents’ 
graves have been dug up for 
some mysterious reason. He 
must now figure out what is 
going on. Hyaku is a mem- 
ber of the Shogunate 

police force and is in town 


A While it looks like you can only hold a 
limited number of things in your inventory, 
there are quite a number of spaces for 
additional mesons: 


A The squares on the map represent each 
individual area of the town. The squares 
that are colored white show where you 
have been already. 


бразе on 
pre-rendered 








Konami takes a stab at a Samurai game 











than not, 
you will have 
to face two or 
more enemies at a time. Just don't 
get backed up against a wall. 





A After a brief intro sequence, 
players will be able to choose which 
character they want to play as. 
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investigating the disappearance of her brother, who also hap- 
pens to be a part of the Shogunate. 

Along with the storyline, combat will play a very important 
part in this game. Fighting is handled in a similar manner as 
Square's Bushido Blade series, but is much more simplified. 
There is basically only one button used for attacking, but the 
attack varies with what directional command you input. Each 
character has several standard moves at their disposal, along 
with a few special attacks that enable them to attack more 
than one enemy at a time. This is great news when you con- 
sider that it will generally take more than one hit to take down 
a foe. There will also be items and other weapons that you 
find to use in your quest. 

Considering the cinematic feel of both Metal Gear Solid 
and the upcoming Silent Hill, we are quite excited at the 
potential that Soul of the Samurai has. After all, the only thing 
better than watching a Samurai movie is playing it. And if 
Konami can come through with their promise of an exciting 
and evolving storyline, then we will be doing just that 

come next quarter. 











FLASHBACK 


Flashbacks provide you with some interesting 
information about your background, but they 
also allow you to practice your attacks without 
the chance of getting injured. 



















GALLONS 
Or GORE 


К seems that the tradition 
now is to try and make games 
as bloody as possible. Soul fol- 
lows in this tradition and coats 
the screen with blood every 
time an attack hits. 






A A slight hit will only reward with about a 


pint of blood... gory gusher. Eeeeew! 





А «but a strong slash results in quite a 


MEG Та» 
KOTARU 
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Publisher Electronic Arts Release Date March 
Developer Bullfrog Type Strategy 
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Gather fluence and zum Ihe word 







he premise of Populous 3 is definitely different 
from anything else on the PlayStation. In a 
nutshell, you are the head, use your fear- 
shaman of a small tribe of inducing spells to 
people at the dawn of time. 195 defeat o S5 
You must use your influence 
with your god to make your 
As the head shama. you Bl a s people prosperous, which in turn will grant you 
never defenseless and you can _ more power to try and take out the other competing 
p^ oppo soldiers into ash : tribes of the world. 
The real charm of the game comes from the unique 

amount zm action and strategy that make up the gameplay. A large array of x 
lar spells will be granted to you, so that you can 
cause earthquakes, floods, volcanos and other 
disasters, as well as create armies for battle. 

At your disposal is a fully 3D world that 
can be morphed in real-time to create all man- 
ner of effects. The big hurdle, as we see it, is 
the interface for all of the actions you have 
available at one time, but we've been told that 
: 9 ithas been streamlined down a bit from the PC 
à Villagers can be used to help explore 4 Use your spells to raise and lower the А With your help, you will soon be the version so that it will work well with the 


each world you are in, so that you can land, so that your tribesman will be able master of a thriving culture with vast PlayStation controller. So far, 1999 is looking to 
grow your tribe as quickly as possible. to expand their cities. resources at your command. be a good year for the PlayStation gamer that 


likes strategy games. About time. 
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Publisher Inforgrames Release Date March iel 
Developer Behavior Interactive Type Platform 












What's up, Doc? A Lane Bunny adventure, that’s what! 


25 nfogrames picked up the Looney Tunes license early Rocky and Mugsy. Infogrames will be injecting some trade- 
last year, so what better way to start things off than mark Looney Tunes elements into the game, 
employing Bugs Bunny, the head-honcho himself? including soundbites that have been ripped 
This is Bugs’ first 3D platform game, and in it, you'll take straight out of the cartoons. 
control of that wascally wabbit and run, jump, and romp your The game is being designed by the 
way back and forth in time, through levels designed around same team that worked on Sony's 
classic Looney Tunes shorts. And, of course, there are char- sleeper Jersey Devil, so you may see 
acters out there trying to stop you. If you've ever gotten up some parallels with that and Lost in 
early on a Saturday, you should recognize them: Elmer Fudd, Time in terms of gameplay. That's just 
Yosemite Sam, Marvin the Martian, and those '20s mobsters, fine, too, since Jersey Devil proved that Е 
the classic squash-and- = 
stretch animation can suc- 4Alfonlya 
cessfully translate into 3D, ould Бы 
plus it was a decent platform portray the 


A It's a long drop from up here. 










т accuracy of 
game as well. This bodes well the 
for the Looney Tunes crew. cartoon-like 
animation 


in 
this game. 


A The layout of some levels are taken 
from familiar cartoon locations. 





4 Warner Brother's main “fur-bearin’ 
critter" is now the hero of his own 
game. Ehh, what's up, Doc? 


A Despite what some tree-hung signs may say, it’s definitely 
wabbit season. 

















Publisher BT Interactive 
Developer Reflections 
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It's crash and burn, so step on it! 
eflections, the UK-based developer responsible for Destruction Derby 


ЕЗ and its sequel, is now hard at work on yet another title involving high- 
octane automobiles, but it's quite unlike anything we've seen, or played, before. 

Set in the same 1970s that spawned car chase classics, such as Bullitt, Driver 
casts players as get-away drivers for hire, and promises to deliver all 
of the spills and thrills of its decidedly non-interactive silver screen 
inspirations. Built around a series of "missions," the game has play- 
ers receive their orders via a telephone answering machine and then 
hit the streets of several incredibly realized cities, including Los 
Angeles, Miami, and, of course, San Francisco. 

Once on the streets, one of the most elaborate physics models 
yet seen on PlayStation comes into play. Cars will be able to flip over 
completely, land upside down, and feature painstakingly recreated 
suspensions. The environments themselves are replete with traffic 
— ‚ and pedestrians that 
obey working stoplights, crates to 
smash through, and leaves to stir up. 
But it's after successfully completing 
a mission objective that one of the 
game's most exciting facets shows 
itself: players can place cameras 
around the city and literally direct their 
own white-knuckle car chase scenes 
using a replay. of the mission. 











А Taking corners at high speeds taxes your 
suspension just like in real life. Not like 
we've ever tried it, of course... 





















Publishar 300 
Developer 300 


Release Date February 
Type Action 















um 


They're small, but deadly! 
The original army men you 





Release Date May 
Type Driving 
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Y Unfortunately, 

we can’t show 
‘ou the face 

of the kid who 

just got done 

white-washing 

this fence. 


А Each city is 
littered with 
objects just 
waiting to be 
sent flying. 


Evade 
the police at all 
costs! Evading an unsa- 
vory ESRB rating is 
another thing. 











^ The attention to detail present in Driver 
is truly mind-boggling! Cars actually lose 
their hubcaps. 










\ 


used to play with as a kid are 


just a fond memory now, but 3DO has 
brought them back to life in this third person 
action game. You play the lone soldier from the 
green army (your enemy is the Tan army) and 
you must go through a variety of missions and 
eventually lead your army to victory. 

Our newest revision has the game getting 
much closer to reviewable and it's a lot of fun. 
Each level has you assigned to a new mission, 
such as "rescue the commandos" or 
"find the supplies." Then you must 
use your shooting skills as well as 
some puzzle solving to get through the 
levels. One example of the puzzles is 
in one of the earlier levels, where you 
must find the mine detector and 
detect all of the mines in the minefield 
before you can drive the jeep to the 
hostages you are supposed to rescue. 

The real catch is, of course, that the 
whole game plays seriously, but is 
actually very tongue in cheek. Since all 





А While you continue on your mission to 
pick up some supplies, a full scale tank war 
takes place in the background. 











À The action gets intense when yov're out- 
numbered and behind enemy lines. 











á You can hop in vehicles like this jeep and 
drive them around. A word to the wise, 
though: 





of the soldiers are 
plastic, they melt, blow 
up into pieces, or just get 
chips blown off by machine guns. Tanks 
even flip over when destroyed to show 
their hollow underside. Pretty funny 
stuff! We're sure to get you a 
review next issue. 








* 
Because 
they're 
plastic, these 
guys all melt 
real good! 





4 


„ы, 


A You'll find all of the traditional army 
vehicles represented in this game, but with 


watch out for mines! real weapons. 
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GT racing, American style 





ЕЗ lectronic Arts’ answer to Gran Turismo апа TOCA is 
almost here and with a near finished rev in hand, we 
can finally present a clearer picture of how this anticipated 
title is coming. 


As we've covered in previous previews, Sports Car 8 


GT's angle is to attempt to represent the growing pop- в 


ularity of GT racing here in the U.S. For that reason, all ' J 


six of the real-life road courses are located here in the 
U.S., not in Europe and Japan as in other GT titles. 
They include meticulously accurate representations of 
Mosport Park, Road Atlanta, a long and short version of 
Sebring International Raceway, Desert Speedway and 
Laguna Seca in Monterey. Detailing of the tracks is accurate 
down to the trees, with drivers on the real circuits testing the 
game. This penchant for accuracy is present throughout the 
game, but is tempered with a bit of artistic license to keep 
things playable. All 45 cars are completely licensed by their 
manufacturers to be in the game, but cooperation went 
much further. Each car's handling and characteristics have 
been derived from computer data supplied by the car 
manufacturers and actual racing teams. This could have 4 
resulted in a hard to control sim, like TOCA, but efforts 
have been made to keep Sports Car GT easy to learn 
and fun to control, which puts it somewhere between 
a simulation and an arcade game. Opponent Al is very 
well done and seems very realistic. Mess up early оп X, 
and you'll never catch the leaders, but computer oppo- 
nents sometimes make mistakes and spin out. 
The game's season mode has you purchase a factory 
model road car and, as you win races and earn more money, 
you can upgrade your ride with modifications and your own 
custom tunings up to the point that the class you're racing in 
will allow. This feature is in several other games, but here it 
is not nearly as complicated. You don't actually have to be an 
experienced racing mechanic to get the most out of a car as 





Like most games, there are bonuses 
and hidden extras to be found and 
enjoyed. Although it's a bit early for 
this type of coverage, we were able 
to get an exclusive peek at some of 
the game's secrets that can be 
earned upon completing the game. 


ing neighborhood. 


A The Cours de Triumph track is wind- 
ing course through France, complete 
with roundabouts, sour wine and 


some really smelly cheese. cars on the circuit 


Publisher Electronic Arts 
Developer Westwood Pacific 


А The Eiffel Tour is just that, a tour 
around the Eiffel Tower and surround- 


A this is the actual Porsche 911 GT1 
used by Team Porsche AG, just one of 
the many bonus cars based on real 








Release Date February 
Type Racing 


А Many 
of the cars 
seen in Sports 
И Car СТ are found 
on the actual circuit. 


you do in other games, but 
hopefully things won't be too dumbed down in the final prod- 
uct. As you win a season, you will jump up a class and a 
whole new caliber of cars will be available for purchase. 
The speed of gameplay is already way up there with no 
appearances of slow down, however it's apparent that 
Sports Car GT won't exactly be a powerhouse in the graph- 
ics department. Still the tracks are nicely 
E rendered and effects such as driving at 
night and in the rain will offer some 
variety. The graphics don't hinder 
the gameplay in any way, plus the 
replays feature those dynamic 
Gran lurismodnspired camera 
angles. Sports Car GT also fea- 
tures an innovative pink slip mode, 
where the winner essentially takes 
the loser's finely tuned car by erasing it 
from the memory card! 









А These indicating 
arrows behind 
your car tell you 
where your oppo- 
nents are behind 
yov. The color of 
the arrow repre- 
sents the oppo- 
nent's distance. 


4. Weather effects, like rain, are done 
well and affect gameplay by making the 
road very slick! 


вез > ИУ 


















PREVIEWS 


In other racing games, the method by 
which you can tune and customize a 
car can be very complicated. Those of 
us who know nothing about how cars 
work, but have fun driving them are 
completely alienated by tuning options. 
With Sports Car GT, the idea is to keep 
it simple with the same resuits that you 
would get with a more complex tuning. 














A The first thing to buy is a new perfor- 
mance engine with a computer chip and 
iridium tipped spark plugs, 


A When you upgrade your tires, you pur- 
chase several sets. They range from hard 
and soft racing slicks to rain tires. 


али 


A Tuning your car is made easier by 
using a basic meter that ranges from one 
extreme to the other for the main areas 
of a car’s performance. 


You don’t see Porsches in too many videogames 
and their inclusion in this one will definitely 
draw players. Other manufacturers (most of 
them obscure) include BMW, Callaway, Lister, 
Mosier, Panoz, Vector and Saleen. 





Bx 


















Publisher Souare/EA Release Date TBA 
Developer Square/Dream Factory Туре Fighting 
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ЕЕ FIGHTING QUEST 


_ Running at a very ү smooth 60 dps. Ehrgeiz utilizes. both | The Quest Mode popularized by Tobal No. 1 and the Japan-only Tobal No. 2 returns with tougher 
- Weapons and straight-ahead fist fighting in its gameplay. Almost 


every character has the ability to wield а unique weapon in 
combat, which can be sheathed or unsheathed to reveal a 
whole new set of moves. The fighting environments also 
compliment the completely 3D nature. of the game. Fighting 
rings usually consist of platforms that vary in height and depth, 
giving players the chance to evade or attack by jumping to a 
lower platform or running to the back of the ring. In turn, the 
game turns into а much more versatile take on Тоба! No. 15 
























ig 
less liberal stage design. mei — Appui 
On top of the straight ahead fighting modes within Ehrgeiz, - da. beasts and power- 


the PlayStation version in Japan also includes a host of mini- iuuenem 


games and а full-on Quest Mode for the hardcore audience. 


Both options branch out into full-fledge games, making Ehrgeiz ане алда 


practically three games іп one. Along the same lines as the the initially 
Quest Mode found in Tobal No. 1 and the Japan-only Tobal ossi As 


No. 2, players will be able to take their favorite fighters into 
the depth of a deep dungeon where the game takes on 
a very action/RPG flavor. Combat is conducted in reg- 
ular fighting style, but completely within a 3D envi- 
ronment. Adventurers can also rest, equip swords 
and shields, and switch characters at the Inn. With 
so many innovations and a ton of added bonuses 
for the PlayStation version, U.S. fans will hopefully 
be able to count on Square for Ehrgeiz to make it to 
Stateside this year. We'll make sure to keep you 
posted on this game's fate, as well as other titles 


characters in the 









a eonim system 
es set in place 
for the best com- 
bos and the most 
hits when the 
round ends on a 
Time Out, instead 
of a K.O. 






Square EA LLC has 
as Cloud and be able to 


planned for the Sephiroth's butt (or vice versa) 
U.S. in '99. in a head to head match? 









Who wouldn't want to play ` 
» Tifa whup 
is back! 





4 A bizarre puzzle game with the chance to д Do a couple of laps around differently А The wackiest mode by far is Battle 
knock around your opponent awaits play- . structured courses to beat a series of oppo- Beach, in which you can participate in grab 
ers in the Battle Panel mini-game. nents in the Battle Race mode. the flag, relay races and hurdle jumps. 
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game it looks like there may be more to be excited 
about às АА пеагѕ release. 

Centered around the sinister Schemes of the 
evil Dr: Wren-who-is set on reaching Earth with his 
alien-cloning plans- intact, you must take up the 
challenge to blast the onset of aliens while solving 
puzzles and racing: against. the clock. Designed and 
developed together with. the actual production team 


from the film, .U.K-based Argonaut will -be implementing mission 
objectives for over 13 levels to be given to the player by an intelligent super 


computer named "Father." 


Promising fast-paced action, as well as a high level of challenge, Fox's next title 
shares very little in common with its biggest bur- 
geoning- franchise, Croc, but looks to be one 
that'll take a big bite out of the action genre. After 
being 
months, film fans and action 
buffs can be guaranteed a 
front row seat at the game's 
release when it hits home 
sometime this spring. 














x Though primari- 
ly action-based, 
Alien Resurrection 
will also contain 
puzzle and explo- 
ration elements to 
mix up the game- 
play a bit. 








Publisher Eidos 
Developer Tigon 


Release Date 3rd Qtr. 
Type Action 





Eidos 


Е ack in the days of-8-bit gaming, a short series con- 

sisting of two games was released on the British- 
based Spectrum system. The first in the series, entitled 
Saboteur, was very much an action game, consisting of side- 
scrolling ninja-inspired adventures. Several members of the 
team responsible for designing the 
game and creating the lead ninja char- 
acter, Shin, have since rejoined to form 
а development company responsible 
for.games such as Space Hulk. But the 


Y Boastin 
amount 


a vast 
anima- 


tions for each char- 
acter, Saboteur 
promises a lot of 
detail in its visuals. 





Publisher Fox Interactive 
Developer Argonaut 


The face huggers are back in Fox’s latest 


m. its other licensed Aliens title on hold (Aliens 1/5. Predator), Fox 
has chosen 10 focus its efforts on the much anticipated third-person 
action shooter, Alien Resurrection. In our earlier previews of the game, it was 
revealed that the explosive title would-allow players to choose one of five differ- 
ent playable characters (Ripley, Johner, Call, DiStephano or Christie), each with 
their own strengths and weaknesses, but as more details surface regarding the 


> With the use of 
fixed camera 
angles, labeled 
“smart cameras” 
by Fox, the third 
person perspec- 
five in 
shouldn't get in 
the way. 
























Release Date Spring 
Type Action 





> Alien bad- 
dies aren't the 
only enemies 

in town. 

Human targets 
will also show 
up throughout 
the game and 
must be gunned 
down as well. 


е game 


delayed — several 








__ The use of the sword in combat 

gives Shin great range in attacking distant 
enemies, and guarantees a good amount of 
moves as well. 


brings an 8-bit character to life on the PlayStation® 


most promising title in their '99 lineup 4 


undoubtedly goes to Saboteur. 

The game will mainly consist of an even balance of furi- 
ous fight sequences as well as intricate puzzle segments. 
Both combat and exploration will be greatly aided by the use 
of your dog to help attack enemies and retrieve inaccessible 
objects. The flexibility in approaching a fight with two alter- 
nate paths depending on whether you want to use your pet 
or simply bash enemies with your sword or fists promises to 
greatly increase the depth of action. 

Combat within thé game also takes on a different 
perspective during a fight in that, when an enemy is 
encountered, the camera will shift to a different angle. 
The perspective allows you to battle enemies with 
more of a fighting game style rather than a 3D 
beat 'em up. Tigon insists that the fighting 
combos and moves list will compare with 
even the most complex fighting game 
engine. With ај of these impressive 
features in tow, Saboteur promises to be 
much more than "Fighting Force with 
a dog" and might hopefully turn out to 
be Eidos’ crowning achievement in ‘99. We'll 
keep you posted. 


А Ripley is just one of five different characters that are available in the game. Each 
one harbors their own special abilities. > 
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' д The ability to shoot behind, above 

and in front of your character will keep 
the action intense with enemies attacking 
from all sides. 














A The variety of enemies range from magi- 
cal creatures to regular human thugs which 
should provide a good amount of diversity. 






















А Your trusty canine compan- 
ion will help you equally in 
battle as well as outside of 
battle. Use him to fetch 
items that you can't reach. 


4 Enemies are smart 
enough in the game to chase 
Shin down if he tries to 
escape, just like in real life. 
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Legacy Uf Kain: Soul Reaver 


strategy guide, part one 


he world of Nosgoth is a of the different abilities, spells, and 
Soul Forges and tell you exactly 
In the first part of our Kain2 what they do for you in your quest 
for vengeance. 


large and dangerous place. 





strategy coverage, we blow out all 
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4 5 4 
Lii" 1 
Raziel will earn a wide variety of new abilities as he 


clans from Nosgoth. The following is a list of all of the 
special abilities, where to find them, and who you'll 
have to beat to get them. 
+ Pass Through Gates 

Raziel's first acquired move is the ability to pass 
through gates in the spectral plane. Raziel can now 


plane and pushing against them. After a moment, 


the other side. To get this ability, Raziel must defeat 





i the leader of the Skinner clan, named 
: Melchiah. He can be found deep in the area 
i known as Melchahim. 

works his way towards exterminating the vampire Н 

} • Scale Walls 

: Next, Raziel acquires the ability to scale 
i otherwise impassable walls. Now, when 
1 he jumps onto а wall surface, he grabs 
: on with his claws. Because his hands — - 
: are otherwise engaged, Raziel can't 
1 engage in combat while scaling a 
phase through otherwise impassable barriers like : 

fences, gates and grates by going into the spectral : 

i № The acolytes are pretty па 


adversaries, although it CE 


Raziel will "dematerialize" a bit and phase through to : Ike they've watch 


: Pulp Fiction. 



























г 


too much 









2 





4 мешн 
is made u 
of the body 
parts of 


many 
beings. 
Ewww... 


í Raziel used to 
be a good look- 
ing vampire, until 
he was cast 
down and his 
face was mangled. 
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wall — he has to avoid enemies, or dispatch them i 
before climbing the wall. Only certain wall types are : 
Scalable — generally rough, organic, crumbly or : 
mortared stone walls are impossible to climb (Вале! : 
can't get good enough purchase with his claws). Only : 


smooth walls are scalable. This ability is earned by 


Cathedral. 


mutated spider vampire, Zephon. 


* Telekinetic Force Projectile 


pushable objects) are shoved backward. Fragile or 
breakable elements (e.g., windows, wooden barriers) 


mies can be forced into damaging or fatal environ- 
mental elements (e.g., slammed into a wall, pushed 
off an edge into water, pushed into fire, spikes, etc.). 


4 To get the Wall Scaling ability, you have to get past this : : Е 
Miia ДНИ UN UNE о i that much more accessible. The boss of the Aluka : 


i clan, Rahab, holds this ability and to find him, you must : 
i go to the Drowned Abbey. 1 
About one third of the way into the game, Raziel will : 
need to seek out the secret area which will give hima į 
new projectile ability. Raziel can gather a ball of teleki- : 
netic energy and shoot the sphere out at enemies or £ 
other objects. On impact, the bad guys (and other : 


* Swimming 
In the first third to half of the game, Raziel is unable to 


While in spectral, he can walk on lakebeds, canal 


: floors, etc., but he can't reach higher areas. Once he 
defeating Zephon, the clan leader of the Zephonim. : 
These wall crawlers can be found in the Silenced : 


way up. Previously unreachable tunnels and platforms 


* Constrict 


About one half to two thirds of the way through the : 


i ond successful 
1 object/enemy, the band squeezes down, constricting 
swim. Immersion in water (in the material plane) : 
immediately causes him to shift into spectral plane. : 


: 4 If you defeat this high priestess of the vampire worship- 


revolution around the target 


the victim (or target object). Constricted enemies are 
immediately reduced to a stunned/damaged state 


i (low-level humans are killed). Constrictable objects can. 
: be turned using the constrict ability — e.g., a gear can 
earns the ability to swim, however, the world opens : 


be turned; a sundial rotated; a lens turned to point a 


| specific direction. Constrictable objects can be rotated 
; are now attainable and the world of Nosgoth becomes i 
| ; direction Raziel runs when he constricts them. 


clockwise or counterclockwise, depending on the 


i * Shift At Will 

i About two thirds of the way through the game, Raziel 
: will discover (in a secret area) the ability to shift 
i between spectral and material at will; he no longer 
i needs to find a planar portal to shift into the material 
t plane. He still needs to be at full health, however. With 
} the ability to shift at will, the game opens way up for 
1 the player. Вале! can now access the Sound Forge, the 
; Sound Glyph Altar, and the Force Glyph Altar, as well as 
: now being able to get inside the mysterious Undercity 
 lair of the vampire worshippers. Other secrets and 
i bonus areas are also now open. 


i + Possess 

і After Raziel finds his way into the dark undercity com- 
1 plex of the vampire worshippers and defeats their high 
1 priestess, he gets the ability to project his soul energy 
i out (as a projectile, and possess another creature. 
t Once in the host creature's body, Raziel can perform 
Е rudimentary operations — he can move around the 
i area, attack other creatures, and do other simple 
} actions, like pushing blocks/objects or hitting switches. 
t While occupying the host creature's body, Raziel's 
i physical body goes into a protected stasis state (with 
i an energy shield around it) Raziel can occupy the 
i host's body indefinitely, but can only stray so far from 
i his own body. If he wanders too far away, his soul 
i energy will start to pull out of the host creature's body, 
i If the player continues to wander away, the tenuous 
i link is broken, and Raziel's soul returns to his body. The 
| creature then recovers and comes back to its senses. 
i The player can also return to Raziel's body at any time. 





i pers, you will get the Possess ability. 


game, Raziel will find his way into the ruined city of the : 


Dumahim and defeat the clan leader Dumah for this 


i ability. Constrict allows Raziel to encircle enemies and 
} objects with different effects. This ability works both i 
are shattered by the impact of the force projectile as : 
well. The projectile itself does no damage, but ene- 


in material and in spectral, though objects can’t be 
constricted in spectral, only enemies. After making 


i one complete revolution (by running) around a соп- 
| strictable object or enemy, Raziel begins to trail а con- 
: stricting band of energy. When Raziel has made а sec- 


: * Amplified Force Projectile 

; The last ability Raziel will earn can be found in the lair 
of the Turelim. After defeating Turel, their leader, Raziel 
: acquires an amplification of his existing Telekinetic 
1 Force projectile. The projectile now pushes enemies 
i further, and the impact reduces them to а 
1 stunned/damaged state. More substantial objects сап 
È be pushed or broken with the amplified projectile. 
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The Soul Reaver is the only weapon in the game ; 
(other than the "found" weapons, like spears and : 
torches) Rather than having Raziel collect a varied : 


arsenal of weapon types, the Soul Reaver itself : 


evolves over the course of the game, acquiring differ- : 


ent (and more powerful) attributes. 


Raziel acquires the Soul Reaver at the Pillars of : 
Nosgoth. Raziel's first confrontation with Kain occurs : 
at The Pillars. Kain wields the Soul Reaver blade, as he : 
did at the end of the first game. In the course of their : 
battle, the blade is destroyed in the material plane, £ 
transforming it into a wraith blade. In this form, the i 
blade is useless to Kain (since he is a material being), : 
but Raziel, being a creature of the spirit plane, adopts : 
the Soul Reaver in its spectral form. From the moment : 
Вале! grasps it, the Soul Reaver becomes his i 
symbiotic weapon and constant companion. Raziel : 
now will always carry the Soul Reaver while in the : 


spectral plane. 


When in the material plane, Raziel remains in his : 
"unequipped" state, except when he's at full health. £ 
When Raziel's energy is full, the Soul Reaver becomes : 
manifest in the material plane as a writhing energy : 
blade. As long as Raziel stays at full health, the blade : 
remains (and it sustains Raziel's energy, which would : 
normally be draining constantly due to the strain of : 
maintaining physical form). As long as Raziel doesn't : 


get damaged, the blade remains active. 


Over the course of the game, Raziel can find vari- i 
ous elemental forges hidden throughout Nosgoth. By : 
baptizing the Soul Reaver in an elemental forge, the : 
blade becomes forged with that element. Once i 
forged, the blade can be re-imbued with that element, : 


if i envi ВОГ le: if Razi : 
if found in the environment. For example: if Raziel has : since he banished you have just made him uglier and 


visited the Sunlight Forge, the Soul Reaver is now bap- : more powerful. 


tized with sunlight. When the Soul Reaver becomes : 


activated in the material plane, it always manifests in 
its default form (generic spectral energy), but if Raziel 
can find a source of sunlight (i.e., a shaft of sunlight), 
he can pass the blade through it and re-imbue the Soul 
Reaver with the power of sunlight. The blade will then 
stay imbued as long as it remains active. 


Raziel will first meet Kain at the pil- 
lars of Nosgoth where Kain has 
erected his throne. After this bottle, 
Raziel will get the Soul Reaver. 





Kain is one mean vampire, and evidently the years 


i + Default Soul Reaver 


i A single hit with the default Soul Reaver blade or pro- 


ijectile immediately puts vampires and high-level : 
i sunlight whenever it appears in 


1 humans into a stunned state, after which they go into 


} а standard damaged state (ог a period of time, until : 
iin the material plane, the blade 


i they heal/recover). Low-level humans are destroyed. 





| « Sunlight Reaver 
i Once Raziel has visited the Sunlight 
: Forge and baptized the Reaver in 
i the elemental altar, the blade has 


i сап be imbued with sunlight by 
} passing it through a shaft of light. 


i Reaver blade stuns the enemy; a 
isecond blow kills (burning the 
i enemy, as though by conventional 
: sunlight). An enemy struck only once 
i will advance to a damaged state, 
1 then eventually recover. On the sec- 
1 ond (killing) blow, the impact of the 
i blade causes a bright flash, with a 
i small radius effect. Adjacent ene- 
i mies are temporarily blinded (effec- 
; tively stunned). 
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> Once you get 
the Soul Reaver, 
you become a 
lean mean vam- 
pire slaying 
machine. 


he potential to be imbued with 


he environment. Once manifest 


A single hit with the Sunlight 








i « Water Reaver 

i Once Raziel has visited the Water Forge and baptized 
i the Reaver in the elemental altar, the blade has the 
? potential to be imbued with water. When manifest in 
i the material plane, the blade сап be imbued with 
1 water by passing it through running water (6.0., foun- 
i tains, spouts, waterfalls). 

: A single blow with the Water Reaver blade stuns the 
i enemy; a second blow kills (as though the enemy 
i were burned by immersing it in water), An enemy 
1 struck only once will advance to a damaged state, then 
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i * Water Glyph 
i The glyph's magic explodes into the room, creating a 
There аге seven Glyph Altars hidden throughout | } watery downpour that causes acid-type damage to all 
Nosgoth. Each ancient altar is associated with an È vampire enemies within a radius of the spell's epicen- 
elemental “glyph” (or spell). Once Raziel has solved £ ter, The water glyph spell doesn't kill enemies, but 
the puzzle of the Glyph Altar, ће is awarded that i reduces all water-vulnerable vampires within the spell's 
elemental glyph — he essentially memorizes it, and it : radius to a damaged state. As with any other damaged 
goes permanently into his glyph spell menu. : state, the enemies will recover to full health after a pre- 
The Glyph spells invoke powerful elemental energies, : scribed amount of time. Until then, they're vulnerable 
and cause damage to multiple enemies with varying È to fatal attacks. 
radius — or area — effects. To cast the different : 
spells, Raziel must expend energy in the form of : 
paralyzing/petrifying it for a period of time. A second | | glyph "points" — collectibles which are scattered | 
blow destroys the enemy, shattering it on impact. An throughout the game environments. A low-level spell : 
enemy struck only once will eventually recover, break- | | might only cost one glyph point; a high-level spell : 
ing free from its petrified state. Other adjacent ene- | | could cost 6 or more. : 
mies (within a small radius) are affected by the shock- || The Glyph spells are listed below in the order į 
wave of the second (destroying) blow and knocked | | that Raziel will most likely discover the various : 
into a stunned state. Glyph Altars. : 


eventually recover. The Water Reaver projectile does 
water (e.g., burning acid) damage to a single enemy, 
stunning/damaging it. 





* Stone Reaver 
Once Raziel has visited the Stone Forge and картата 
the Reaver in the elemental altar, the blade has the 
potential to be imbued with stone wherever it appears 
in the environment, Once manifest in the material 
plane, the blade can be imbued with stone by striking 
it against objects made of the same distinctive stone. 
A single blow stuns the affected enemy, effectively 







* Fire Reaver ` Plane Shift | 
Once Raziel has visited the Fire Forge and baptized || This spell allows Raziel to shift between the Spectral 


the Reaver in the elemental altar, the blade has the | | Plane and Material Plane. For most of the game (Until 


potential to be imbued with fire wherever it appears in the Shift at Will ability is earned), Raziel can only А Many of the glyphs involve puzzles related to their ele- 


5 5 ү P 1 ment, For example: To get the water glyph, you must 
the environment. Once manifest in the material plane, || change Planes at designated planar portals. Also, : Somehow reroute he њу water nie the satis 


the blade can be imbued with fire by passing it Raziel can only go to the Material plane when he is at i 
through substantial fire "objects" (e.g., braziers, not full health. Being able to shift between the planes at : 





candle flames). A single blow with the Fire Reaver kills |} Will is far better than looking for the portals. i « Fire Glyph 
the affected enemy, immolating it (the same as a fatal : The spell emanates outward in rings of fire, igniting 
blow with a torch). The Fire Reaver projectile also | | * Sunlight Glyph i all enemies in its wake (killing both vampires 
immolates (burns) a single enemy. When Raziel casts this glyph spell, the room is filled : and humans). 

with a flash of blindingly bright sunlight. All enemies 5 
* Sound Reaver in the area are temporarily blinded (essentially : 


Once Raziel has visited the Sound Forge and baptized || Stunned). Having blinded his enemies, Raziel can : 
the Reaver in the elemental altar, the blade has the | | either escape the area, or can easily inflict fatal blows : 
potential to be imbued with sound wherever it | | on them (since they are effectively in a stunned/dam- 
appears in the environment. Once manifest in the || aged state). This is the weakest of the glyphs. 
material plane, the blade can be imbued with sound 
by striking it against any sound-producing elements 
(e.g., bells). A single blow with the Sound Reaver 
destroys the affected enemy, shattering it. The Sound 
Reaver projectile has the same effect. 


* Spirit Reaver i | B | = а на 
Once Raziel has visited the Spirit Forge and baptized ||| e reru И шш 
the Reaver in the elemental altar, the blade has the ; : 

potential to be imbued with spirit wherever it appears 
in the environment. Once manifest in the material : * Sound Glyph 

plane, the blade can be imbued with spirit by striking e T Deadly (to vampires) waves of sound emanate out 
any fleeing soul with it. (Note – the soul is absorbed "T ao " : from the spell's epicenter. Vampires that are struck by 
into the Reaver, so Raziel can't get any health benefit ; > n the expanding waves of sound are disrupted, shatter- 
from it, but he shouldn't need it if the Reaver is im: Temple имат те ООШ заната | ng them like crystal. Humans are unaffected. 

active). with many fearsome enemies. 


А single blow with the Spirit Reaver blade, or impact ј _* Force Glyph 





with a Spirit Reaver projectile, destroys the affected || Stone Glyph _ . 1 Waves of telekinetic force rush out from the spell’s epi- 

enemy. Raziel slams his fist into the floor, causing а localized 3 center, knocking all affected enemies backward as 
АГ effect. All enemies in the affected area ! they're impacted. Telekinetically flung enemies may 

* Amplified Reaver | X P d are reduced to a damaged i end up damaged or destroyed, depending on what 

Near the very end of the game, `: vd | the ‘re flung into. An enemy may be slammed into a 

the default Soul Reaver is perma- | . Spells effect. Raziel can п | all (stunning/damaging it), or onto spikes, into water, | 

nently amplified. The Amplified Reaver is QU inflict S Wie blows on any damaged vam gh a window, etc. {killing it). 

so powerful that it supercedes all other Ё ; 

elemental Soul Reaver types — it encom- | | | | : | 

passes all of their abilities. | but does > glyph spell creates a localized vortex of soul-suck- | 

Raziel needs the Amplified Reaver to be able [56 : fe i ing energy, tearing the souls out of any enemies with- - 


to set the final game events into motion, _ 4 These па les cou Raziel i into a world | The souls are magnetized direct- 
when he returns to the Silenced Cathedral. But A el, rep а his health energy. 

We won't tell you what's gonna happen а 
at the Silent Cathedral yet, but you're gonna 
_ need to be seriously armed. 


That's it for this month, but watch out for our next installment in our April 
issue, where we walk you through the game step by step. 





[Not the praise.] 


[ “Stunning spell effects" —EGM ] 


[ “Deep, involving storyline...beautiful graphics” —GamePro | 


| “Beautifully rendered” —Next Generation | [ www.shadowmadness.com ] 


[ "Loaded with exquisite music." —Gamer’s Republic | 


ion 


[ “Unravels like a good mystery...epic" —PSM | 





[ “A highly interactive world." —PSExtreme | 
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It should be apparent by now that the staff of PSM 
loves this game and after hours of gameplay here at 
> the office, as well as numerous sessions at each 
7 others houses, you had better believe that we 
25. would have a few nuggets of knowledge to 

< impart on how to play the game. This blowout 





Just like in real life, you won't become a 


professional skater in a day. On the | 
other hand, you can use the following : 
i the course. 


we've learned from hours of playing this £ 


game to make you look like a pro. We've | ' Jumping The Gap 


tried everything, so we know what | To jump from one quarter-pipe to anoth- 


works and what doesn't, but you'll still | €" Quarterpipe when the ramps are 


want to explore around and try out cre- | located side by side with a gap between 


ative trick combinations on your own. | them, you must jump from somewhere 


Just keep in mind all the following tips ; 97 the transition. If you try to jump from 
i the coping at the top, you will be 


| stopped by an invisible wall. 


general tips and interesting little tricks 


and your sessions should be smoother. 


* Stay Off The Dirt 

Ride on the cemented side of the path 
when there is dirt or other substances 
covering the middle of the road to keep 


up your speed. Jumping un-skateable | | 


surfaces can also be effective. 





A Stay on the side of the road when there 
is dirt or sand in the middle. Also stay in ; 
your crouch for maximum acceleration. Do : 
the same at water hazards unless you { 
think you can jump them! 


* Stay On Course 


Keep up your forward momentum. Time i 
can be as crucial, if not more so, than | 
actual points, as the time left over on the : 
clock is applied to your final score. When | 
coming off jumps and other objects, itis |. 


4 Almost as cru- 
cial as the trick 
itself is the direc- 
tion your headed 
in when you land. 
You will want to 
be constantly 
thinking ahead to 
anticipate the 
next turn and the 
next trick and the 
best way to get 
there from the 
trick you're cur- 





| A This is more for your pleasure than it is 
і for ponte. It's a very cool move that can 
i adda 





i essential that you do so with a good line, i 
so that you will be heading in the | 


direction of the next jump further down 


bit of style to your repertoire. 


| + Go For Big Air | 
| The more air you get off а jump, the | 
| more points you will get for a trick. 





і AThe amount of air you get off a jump is 
i determined by where on the jump you 

i launch from and your speed and jump 

і power attributes. 


| • Rail Sliding 

| Use many of the planter boxes to grind 
| on. Also, the further away you are from | 
i a rail when you jump to it, the more | 


ronity setting up | points you will get. Another benefit of 


i the гай. Olly onto а rail going up hill and 


i 















i the tricks pulled from the fakie position 
| i will be the exact reverse of the trick | 
i pulled from the frontside position, | 


say "switched". 










i Handplants can only be done at the top | 
| of quarter and half-pipes or at the top of | 
| any of the game's many concave sur- | 
i faces. The trick is that you have to be : 
| going very slowly when approaching the : 
i coping and once there, you will auto- | 
| matically pull а handplant or a tail stall. : 


i can resist? Try spinning 180 degrees | 





strategy includes information on how to open all the game's bonus- 
es, general skating tips to use on all the courses, where best to 
apply those attribute points, and tips on mastering the three bonus 
rounds. Best of all, we've put together a killer gate-fold, pull-out 
guide with exclusive maps for all three courses and we've detailed 
what we believe to be the best possible runs through them! 









> Handplants won 
earn big points, so 
they're not good in 
serious competi- 
tion, but the game 
would be lacking 
without them. 
Jump from further 
down the transi- 
tion, so that you 
land right at the 
coping and some- 
times you will do 

і soin a handplant. 


rail sliding and grinding is incredible 
acceleration, as long as you're on 


you will slide 
backwards. 


*How you ride 
the rail, (50/50 
grind, tail slide, 
etc... ) depends 
on the speed 
and angle at 
which p" hit 
the rail. 


| before the lip or before pulling any trick 
| by pressing L1 to add a little fancy foot- 
i work during your run. 

| e Frontside | 
And Fakey | «Keep Moving! 
To go from frontside (riding forward) to | You will notice that the more you рии 
fakey (riding backwards), press L1. All | tricks off a given spot, the less amount 
| of points you get for the trick. Continue 
i to do tricks from the same ramp and 
| soon 20 points is all you'll be earning. 
only the message with the name of the | For this reason (and there's also time 
trick with the button combination will i limit), it will only be worth it to pull off 
i one or two tricks from a single ramp sur- 
| face, then move on to the next The idea 
à 15 to grab the big points, then hustle to 
| the next trick spot, maximizing both your 
| points and your time. 


4 Other than the “switched” message next : 
to the title of the tricks and that tricks will : 
be pulled in the opposite direction as 
before, it makes no difference whether 
you ride frontside or fakie. 








| 4 Work one ramp surface for too long and 
і these are the scores you will start to get. 
i Keep moving! 


* Handplants i 

i e Controlled Flight 

: When you catch air, you will be able to 
i control your direction of flight by press- 
ing the d-pad. The control is slight, but 
i you will need to use it to adjust for the 
i best landing position or to aim for a rail. 
You will actually turn in place more than 
Handplants won't give you huge points | You actually travel to the left or right, 


(only 500), but they look so cool, who | making the technique also useful for 
i making a tight turn once you land. 
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get all the 
secrets! 





А ои 
New Boards Beat the game once with the bonus character Mick to : Beat the game once with the bonus 
When you start the game, you get only ten board · earn these five boards. character Bonobo to earn these 


designs. Beating the game once with each of the five boards. 
four bonus characters opens up five new board 


designs per character. 





Beat the game once with the bonus character Sarah to 
earn these five boards. 
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Beat the game once with the bonus 


и 
character Saho to earn these five boards. ей F F r | b Ц Г Е 






As you beat the game's stages with the various 
skaters, you will earn points to apply towards four dif- 
ferent attributes. Each stage you beat will award you 
with four more attribute points. Each attribute will | 
have its own marked effect on the way the skater. | 
handles when adjusted and while there is no one | 
way to spread out attribute points, the following will ! 
give you a bit of a better idea on how to use them. ! 














won't be running into walls all the time. Try to keep it in 
balance with your max speed attribute. 


* Max Speed 

Of course, the faster you're going when you hit a jump, 
the more air you will achieve and the bigger the trick, 
but the higher the max speed the longer it will take for 
Ааа аа ка | your character to get up to Speed. For this reason, the 
screen, where you can distribute four attribute points i max speed should be kept in balance with the acceler- 
wherever you li . i ation. A good max speed is essential for achieving the 
i best scores, because you'll be able to blow through the 
i courses faster (leaving more time on the clock at the 
| end) and your tricks will be larger. 









| * Acceleration 

i This attribute is perhaps one of the most important to 
| upgrade for almost all the characters. The faster your 
acceleration, the faster you will get back up to speed 
after a fall or when re-entering the ramp while session- 
ing on a half-pipe or snake run. Accelerate faster by 
pressing C to crouch. Good acceleration is part of the 
key to getting the most out of your runs, as the faster 
i you're going when you hit a jump, the bigger the trick 
| and the more points you'll receive. Getting up to speed 
is also important, considering the time limit. This 
| attribute is especially crucial in the bonus rounds, 
where you have a short amount of time to get up to 


> i your maximum amount of speed to pull off the big 
Jump Power i point tricks. 


This attribute is a bit trickier to adjust. The higher the : 
jumping ability, the farther the character will jump. This i 
yields higher air, resulting in higher level tricks, but i 
when increased will require some getting used to. The : 
point from which you would normally jump to hit a rail i 
will now be much further back. When the attribute is at 
its maximum, huge air is possible, but you will often 
launch past other ramps, missing other trick 
possibilities. This one is not as important to get up : 
there апа may be the last you adjust. Asa „. Н 
matter of fact, the game is much easier «7 

to control precisely when this attribute is 
low. 

















* Cornering 
Its important to get this attribute up to at least 
mid-range, as it will help you to navigate the ! 
environments. Cornering ability doesn't really help you | 
to do tricks, but it needs to be high enough so that you | 
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Right from the start, notice the planters START 
on the left. You can grind them, but 
most will send you off into a wall or 
another planter. Don't go for the first 
three, wait until the fourth just after the 
path going left. Skip the next planter, 
then grind the last two before 
turning left on the grey path. 














































map pull- 
out guide 


The Perfect Run 

We've gone through all three stages and outlined the 
best route through each for maximizing both trick 
points and time. We've also pulled out areas you need 
to watch out for, as well as some creative trick oppor- 
tunities and combinations. The maps and our strategy 
are based on the stages with all their gates open. You 
will need to beat the game several times to get them all 
open, but many portions will still be helpful at any point 
in the game. All the following routes yielded us with the 
highest scores we could get. 





This is a great series of jumps that ends in a rail slide. 

For big points, try slowing a bit before you hit the first 
Stage 1 L.A.: Analysis jump, so you won't overshoot the next. Never miss the 
The simple beauty and balance of the third and largest jump. Only two people, Noah and the 
first stage makes it the favorite here at game's own producer, have been able to hit all three 
PSM. It may not have all the flashy jumps and then hit the rail 
ramps and certainly isn't as long as а slide as they came 
the other courses, but it's perfectly ЊЕ А: down from the 
balanced — a great course to show- third. Give it a 
case your skating skills. There are try yourself. 
basically two main routes through the 
course, which cross each other sever- 
al times before the finish line. One is 
definitely straighter than the other and one is faster, but 
both routes feature lots of opportunities for tricks. The 
coolest part of the course, as well as the most reward- 
ing in the trick points area, is the mini skate-park found 
two-thirds of the way through. 

The highest scores will be earned by following our 
described route through the fast, straight parts of 
the course, with a brief session in the skate 
park. You can breeze through without hit- 
ting the park for a killer time, but it won't 
outweigh the amount of points you 
could have earned in the skate 
park area. 















The last long rail of the 
course is at a weird angle, 
making it one that many 
will eat it on. Slow down a 
bit if you need to, so you 
can get better lined up. 





The gravel road after the straightaway will 
slow you down. The best way through it is to 
ride on the side of the path. 






Skate Park 


You will want to take a 
quick run through the 
skate park to get the 
most out of your run. You 
will only want to bust a 
trick off each wall once or 
twice so your trick values 
stay high and you can still 
get a good time. 


=> 











4 Enter the park with your acceleration maxed to get the best 
start possible on your run. Move your way through the first 
section, pulling two tricks off each wall to be lined up to 
enter the second half of the park. 










4 There is a little jump 
ou can pull a trick on 
etween the two areas of 
the skate park that 
shouldn't be missed. 














КА little trick that won't 
earn you any extra points, 
but is fun to do, is to jump 
the gap between the two 
quarter-pipes. Jump from 
the middle of the 
transition to make it 
across. If you try from the 
coping at the top, you will 
hit an invisible wall. 


4 Hitting the rail at the exit 
the park can be tough 
to get lined up for, since it 
comes up quick after the 
last transition, but your 
run just won't be perfect 


unless you hit it. 








The first thing you come to is a fork in the road. 
To the right is a rail that runs the length of the 
stairs. It's tempting and no doubt a killer spot to 
try a rail slide, but it can be a risky move, as it is 
a bit tough to hit. Our recommended route to 
the left is a bit faster and can yield more trick 
points. Ollie onto and grind the planter in front of 
you at the fork on the left side of the tree to the 
end, then quickly jump to the planter on the left 
going down the ramp. 





The key to the semi-circle quarter 
pipe is to keep your speed up as you 
go through. When you come off the 
jump, you want to land going up the 
transition of the quarter pipe straight 
ahead. Pull one trick, then. come 
back down and line up for the rail 
slide out of there. 


























Only pull one or two 
tricks per ramp surface 
through this elbow section 
to keep your trick points high 
and your time low. Each new 
ramp surface is considered a 
new ramp with a new opportunity 
for max trick points. A good line is 
crucial through this section to come 
out of it lined up for the next section. 
































Ч It's tricky, but a very smooth move is to 
land on the rail after pulling a trick off the 
first jump. 


FINISH 





Stage 2 N.Y.: Analysis 

With the second course, you're going to have more trick options and some insane half-pipe 
snake runs and elbows with lots of vert. This one is fairly straight through, however, and is 
set up nicely for the ultra smooth run, if you know what path to follow. Use the Stage 2 map 
and our guide to find the best route. When not in a competition, this course can be a blast, 
with several interesting areas to hang around in for a while and shred. 


mL 


— NNO 


рони " here x 












This next area of planter boxes and 
benches can be breezed through pretty 
quickly while earning points. As you 
approach the corner at the blue barriers, ollie to and 
grind the right planter box to the end, then jump to 
the planter in front of you, sliding towards the 
right. Quickly jump from the planter to the oppo- 
site side of the path and grind the planter 
ihere. Ollie onto the benches here and 
around the stage for a quick 200 points. 















No tricks are possible through this turn, 
50 just crouch for max speed. You'll need 
it for the next sequence of three jumps. 
The speed with which you enter the 
series is the speed you'll keep through- 
out it, so if your speed's not high, you 
won't get many points for this potential- 
ly lucrative set of jumps. 






This is going to be a challenge, but 
what you want to do here is to jump 
to the left ramp, then bust a trick 
before the coping to the next 
ramp, where you can bust 
another trick. If you launch from 
the coping, however, you will 
land between the ramps and get 
stuck for a moment. 




















Hit each ramp through this sec- 
tion once, but be sure you're 
going at top speed. If you're really 
daring, the gap between the two 
quarter pipes can be jumped. Be 
Sure not to over shoot the end of 
the third ramp on your landing. 





STRAT ух 


Stage 3 TOKYO: Analysis 

This is the longest of the game's courses. It also offers the most route possibilities, making a 
tough choice of just where to go next. The entire course is totally fantastic, like some skate- 
boarding wonderland, but there are also lots of hazards. Take the wrong route when you're not 
prepared for it and you could get totally stuck. Luckily we have detailed the entire thing, show- 
ing you the best route, as well as all the killer spots for sessioning. 





No matter how 
tempting, don't 
immediately jump 
onto the long rail. 
This corkscrew of To get the most 
quarter pipes is a points from this 
skater's dream. It's section, first pull a 
a great opportunity trick off the 
for massive air and embankment on 
loads of trick the right, then 
points. Take it fast head for the rail. 


and do it twice if 
you have the time. 





This isn't a wall! Skate right up 
the steep angle and enter the 
trickiest area of our perfect 
run. Be sure to ride up the sur- 
face — don't ollie or you'll miss 
the trick opportunity under the 
big neon sign that says trick. 


Stay off the dirt in 
the center to keep 
your speed up. Try 
riding on the sides of 
the road and keep 
the crouch button 
pressed to make up 
any speed lost, 





Precise riding skills are required to navi- 
gate this tricky area. Stay on the right 
embankment the entire time, avoiding the 
water and obstacles. You can pull tricks off 
the top of the embankment, but only two 
are recommended through here. Pull the 
first trick at a 45 degree angle and, when 
you land at the same angle, immediately 
turn right to avoid the hazards in the cen- 
ter. The second trick should be pulled so 
that you land after the hazards. 





The final bit of the 
course is just like 
the area at the 
beginning. Bust a 
trick off the left, 
then one on the 
right before lining 
up for the final trick 
to the finish line. 


EI A a aL ye EIU SE EAE 


Stay out of the | 
of the road here 
want to keep 
speed up. The 
idea is to aim f 
cement and gra 
the left of the 
when you com 
the jump that 

you into this aree 






















n opportunity for some quick points is 
vallable right from the start. Cruise 
rouched to get up some speed and half 
vay down the arched starting point, pull a 
ick off the bank on the right, then a trick 
ff the left. Coming off the second trick, 
ou should be lined up for rail slide ahead. 


enter 
f you 
your 
best 
r the 
js on 
path 
a off 
sends 






















Aim for the embankment 
on the left when landing 
after your trick when 
entering this cool area. 
Stay on the embankment 
past the gap, then 
make the far jump to 
the rail. Max points and 
max speed! 


START 


After the rail, pull your trick off the 
jump, so that you land on the large 
embankment on the right. Launch a 
massive trick from the embank 
ment, then on your way back down, 
steer around the rail on the planter 
and ollie onto the blue embank 
ment, where you should bust 
another trick. 


FIRST TRICK 





This is the big junction in the track which will send you 
off in three different directions. The paths will eventu- 
ally converge into two separate routes until the end, 
but they will cross each other in a couple of different 
places, Because of this, you can use several different 
parts of the course for your run. We suggest you go 
left into the half-pipe snake run. 





The idea here is cruise through 
as smooth as you can. Do only 
two tricks on each transition sur- 
face color for the biggest trick 
points, then move on to the next 
surface color. Be sure to leave 
enough room after your last trick 
to steer towards the next area at 
the end of the snake run. 


Here's another fun spot to try out creative 
combinations, This is what we suggest. 


Heading into the section, ignore the rail on 
the right and aim for the one straight ahead 
and ollie to it. Immediately jump from the 
tail to the embankment on the left and pull 
a trick from the top. Get off the embank- 
ment before the fence, but after the gap, 
and jump across the path through the open 
area for a big shortcut and some decent 
trick points. 


This will be the only way to go until 
you open up all of Stage 35 gates. 
Unfortunately, this is the worst path in 
the stage. The water will bring you to 
a dead stop and the narrow bridge is 
hard to stay on. The best bet is to ride 
all the way in the grass on the left or 
right of the path. 
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mastering the 
bonus rounds 


4 Start the run by crossing the diameter a -~ 
times to get your speed up. 





buen when you land to accelerate 
at the beginning of 


А Once x at top speed start ; c К н 
edge of the bowl and pull с oe good with a € 
trick as many times as poss Cr : Redfield, or 
eter again dpi oped al 


* Big Air 
The ш air contest is i about о 


МЕ 


и] 












PREVIEWS 





BEAUTIFUL 
SCENERY 


The most memorable part of any racing 
game is the background scenery, so you 
can bet that EA has worked hard to make 
the tracks as nice-looking as possible. 









Å This snowy country side was once се- 
ful — at least before you lead the police: 
through it at high speeds. 











А The rolling hills of the countryside 
provide a nice backdrop for some 
serious speed. 








А The people of this small town have prob- 
ably never seen anything like the police 
chase you bring through. 






While crashing into these lamp posts may 
not take you entirely out of the race, the 
damage will slow you down a bit. 





Publisher Electronic Arts 
Developer Electronic Arts 


best yet. For the fourth installment in- 


Release Date March 
Type Racing 


a 


kes, EA has made the game even better, with a more 
First of all, the game looks and feels better than ever. 
EA has taken the engine from last years game and 
enhanced it significantly. There is an all new physics model 
to make the driving more playable than ever, as well as the 
ability for the cars to sustain damage during the race. This 
means you no longer will be able to drive around smashing 
into things, because the performance of your car decreas- 
es when damaged and it will take some of your hard earned 
cash to fix any of the problems. To make the driving even 
more dangerous, there are now a bunch of random road 
hazards that might get in the way of your racing, like 
avalanches or stopped traffic. No matter how well you 
know a track, you will still have to be careful, because you 
never really know what will be around the next corner. 
The Hot Pursuit mode will also be included in the game, 
but now it has been modified to make it even better. For 
Starters, now you can play as either the cop or the car get- 
ting chased. If you're the cop, though, don't expect an easy 
time, because the cars will have some advanced Al to 
evade you at any cost, even if it 
means pulling a 180 on the 
highway! In two player 






advanced game engine and a slew of exciting new options. 












A The sense of speed you get playing 
this game is amazing. It's even faster 
than the last version. 
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the cop and pursue the 
other player, which will 








probably add months of life - 
to the game. 

The biggest addition to 
the game is the new Pink 
Slip mode, which chal- 
lenges two players like 
never before. Basically, after you have played the single 
mode for a while and earned up enough money to trick out 
your car, you.can put your customized car on the line in a 
one on one race. Both you and your friend can bet your cars 
against each other, which will cause them to be erased 
from each of your memory cards. Then you race and the 
winner of the race gets both cars written to his card! This 
is certain to be one of the biggest selling points in the 
game, because it means you have to put up or shut up. 
Nobody wants to see the car they spent hours building 
given to somebody else. 

EA is betting that this will be its biggest and best install- 
ment in the series ever and from what we've seen, it's 
shaping up to be just that. With both this and R4 on the 

: horizon for PlayStation 
owners, this looks to be 
the year for awesome 
racing games. 


A The setting sun provides a 
nice backdrop for this track 

and it allows EA to throw in 
some lens flare. Developers 

love lens flare. 





* Hey, this ain't your Daddy's 
Mercedes! It's cars like this 
that allow the Highway 

Patrol to meet their quotas! 










А You'll want to practice the tracks a lot 
before you try to take on your friends 
in pink slip mode. 











A We're hoping that the train will come 
through here and smash all of the cars 
dashing across the track. 











А Just like in the previous game, there 
will be a lot of shortcuts on the tracks 
for those who are adventurous. 
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E«orTic 
CARS 


One of the things people like most 
about the Need For Speed series is 
the expensive cars you get to drive. 
| While EA is still being secretive 
about all of the cars they've got 


lined up, we've figured out a few ; : 

on our own А This one is obviously a Ferrari. А Chevrolet is represented in NFS 
У Besides the classic design, you can just тоге than once. Here we put a sweet 

make out the Ferrari logo on the back. Camaro through its paces. 






















№ While powersliding isn't a necessary skill as in R4, 
it still comes in useful, especially with the handy 
emergency brake. 


VN 


А This one has another recognizable А The Mustang convertible is just the à From the rear headlights and the 
logo: BMW. it's amazing that the sheer ticket for а 180 mph. cruise on a almost readable logo on the back, 
amount of detail in this game allows sunny day. It's also a pretty good car we'd guess that this is a Corvette. Oh 
us to pick out cars this way. Now to choose for out running those pesky yeah, it also looks just like the 
everyone can drive just like a Yuppie! Highway Patrol officers. Corvette in NFS 3. 














¥ This time, we pulled a hard bootlegger reverse to 
confuse pursuit. Unfortunately, we did it on a blind 
turn, so they just came around the corner and 
plowed into our car. 
























4 The new four point 

| physics model allows 

| the cars to behave 

more realistically in 

the environment. 

Unfortunately, we У With tons of hot 
never learned how cars and some fan- 
to drive real cars, so tastic courses, Need 
we were at a For Speed: High 
distinct disadvantage. Stakes is definitely on 
еее ы е ы пага our must have list! 


Е 


4. Earn enough money and you can cus- i : 7 Я 
toiilze-your сало be me omas Taing Taking a cue from the likes of Gran Turismo and R4, NFS: HS has a 
наце: uit be careful not to lose it to replay mode which shows off the race from a variety of television 
your bu les. 


style angles after you finish, 





A Blind curves like this are especially dan- A When in replay mode, the game shows А Relive the excitement of a close race À This lowered cam really makes it feel 
gerous, because you never know what haz- off its engine with neat effects like specu- with an awesome replay. Find out if like you're going fast, but you'd never 
ard may be just иа of sight, just waiting lar highlighting. ; you're as good as you think you are. want to play the game like this. 

for yov... 


his 

is the 
truly disturbing 
world of Sifent Hill, 
where you play аѕ'ап average - 
man іп an extraordinary situatioi 
that quickly turns into a waking ni 
mare. The following strateg 
step walkthrough starting from the 
ning, briefly summarizing what we cov 
ered last issue and continuing up throügi 
most of this Konami masterpiece. 
issue youll finally get the conclusion 
the strategy with all the details on wha 
takes to finish Silent Hill a ji 
want to play this game all over a 
Silent Hill secrets will also be rei 
next issue! 


Ж 


SPOILER art «ЖЭ. | 


This guide contains а 

complete walkthrough of 

Silent Hill and should only be 
used when absolutely necessary. 


Максн 1999 


нттРї/ /PSms1GNscom 
































































































Максн 1999 


НТТР / /РЕМ.16 М. СОМ 








Рог instance, why is | snowing | 
Silent Hill has been = 





You won't find 
your daughter at 
the end of the 
alley; but you will 
find someone cruc 
uon 5 * D : fied on a chain link 
in sight. | | fence and several 
hi = 1 small demon thil- 
Senger - ug “ | dren. There is no 





1 escape,.so you 
emerge with some | à have to let yourself 


o escape, but the ex be killed. 






What's going on her 


SILENT HILL 


1 2 
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Key of Lion © 
: — 


AME проб N 


ж 
House key ©: ©- Key of Woodman 
; TAFE 


чао bie 


FINNEY ar. 


etree и Li A" E 1 


IMAN st. 


Hi 


B " 











Buf, from d 1 сап. tell, n == s Nil. Scrapbook Piece "o = 
$ onething bizarre's goine on. = | Scrapbook Piece = p = Key of Scarecrow | 
Ка ЕНИСЕЙ = ` 
t 62 M ATHESON st = = 
= tenn = cem Bi o: мај - x 
= OLIFSIEENTHILT = = 
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= ; чш шр Бн иг 
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айй. К is also the onl 


om the Cafe, go right, then 
he alley will be on your 
(ou will start to hear some 
closer to the end, where | 
guarding the gate. Run 
te and continue down 
end, where you will fin 


daughter's notebook. Pick 


a : : : AV All the ways to the 
ool”. This will mark : ар ora преке, ка 
| your map and will be ere must be another 

i There are some 


is no way of getti е 
There must be апо уни 
раск ће мау уои сап ; veal where 
hing them in the Cafe, 


Isn't this 

























A The Key Of 
Scarecrow is 
found in the 
mailbox of the 
last house on 
the right on 
Ellroy St. You 
will have to use 
the plank of 
wood fo cross 
the chasm and 
reach the key. 















5. The secon basketball court down ^ 8. You may firs ht down the alley 
an alley behind: find the court through a : 
chain link fence of the alley. Inside, avoid ^ Street meets up Street. The freeway 
the two dogs a ey Of Woodman lying п overpass will b 
blood underneath th 2 = attack you, but. 
the ground on t 
























































> The dogs 

are ут to new weapon can than the 
mee gun and doesn't wa: 

get the 9. There is also àn 

d Use the map to fir 

in the and head there. 

basketball 

court. Find 






the key ina 
` pool of 
Blood under 





the plank o 
Key Of Scare 












After you have all three 
back door, you will em 
Time to turn on your 









Гү 


STRATEGY 7: 


Максн 1999 


87 





HTTP!//PSms1GNsacom 











unc ow | MIDWICH 
‘left by his daughte, | ELEMENTARY i | 
Levin Street. Dark | SCHOOL g | 1 LABOR A TORY | Stack Room | 
olds the key to | 2 Е 


as to what has 
Gold Medallion 


| Silver Medallion Foot Loker | 














BASEMENT 





nothing to be found. Go through the double doors 
across from the stairs and enter the first room on 
the left Be quick А : 
hough, because on the b veals the order 
| there are a couple тм xu hit ano to release 
: - demons in the hall. гледа = 
There are two a х у _ — E 
n the томе. — "Yes. 5 i : : d ј 
on the move : oo ; я oe | ave head back to 
` Lab serve as | 
hydrochloric acid 
There is ds. _ for dissolving 
Take it? ` certain objects. 


T, Al th е g toth w Sr ou will be inside the storeroom and on a shelf ‘inthe 
this hall are locked althoug | Hs back, you will find the Chemicals. Grab it and head to | 
There is oe И the Laboratory, the next room Over, | 

rors are ye | | 


8. The c реп | „butthereis > Use the Chemicals on 
| : the Statue to release the 
— Gold Medallion. 





0. inside the room, 
examine the Statue of | 
.. the old man's hand. You 
will notice that it is 
је о а gold ova о 
i ‚ Use the Chemicals | 


the Clock Tower's door and, when E 
| he time on the clock will have chal 





weird painting hanging in the roo | e | hall. Head through the doors, 


Reception Desk is foreshadowin etm | | 
У c room on the right. 










three poems written in blood 


he puzzles in this game can be a bit cryptic, 
Во they do make sense once you've put 
ШУ together а few clues. Each poem relates to 
three different puzzles that must be solved to unlock 
the Clock Tower door and progress in the game. On 
either side of the door are two empty spaces the size 
of oval medallions with plaques below them. The one 
on the right says “A Silver Moon” and the one on the 
| left says “A Golden Sun." It doesn't take a brain sur- 
| geon to figure out that the spaces need to be filled with 
a Silver and Gold Medallion in order to unlock the door. 
You'll also need to provide power to actually open the 
Clock Tower. Each poem has a time at the top, which 
| correlates to the time on the Clock Tower. The time on 
the Clock Tower dictates in which order you solve the 
puzzles and when one is solved the time on the Clock 
| Tower will change to the time at the top of the next 
poem. Here are the poems and their explanations. 


old i ans palm. 
futüre ©. 
charge for SABES ван water, 


'isa statue a a man's 


ој in jue old man's can! 
hand holding a Gold Medallion with a picture of the 


MIDWICH 
| ELEMENTARY 
| SCHOOL 


his fist. | 


Clock Tower carved onto the surface found inside the 
lab. To get the hand to release the medallion, you need 
to find the Chemicals which serves as the "sage's salt 
water" in the poem. The Chemicals are in the store- 
room to the left of the laboratory. The gold medallion is 
one of two medallions needed to unlock the door to the 
Clock Tower. Place the Gold Medallion to the left of 
the door and the time on the clock will change to 12:00. 


{ The piano in the front hall on 
the second floor holds the key to 
| receiving the Silver Medallion. 


1200 __ 
“A nie with songs and sounds" 
 Asilverguidepostis _ 
untapped in lost tongues. 
. Awakening at the ordained order. 


After the first puzzle is solved, the clock will read 12:00 
and you will need to go to “A place with songs and 
sounds”, the Piano Room on the second floor. Inside 
the room will be a piano which would have been 
closed, if you'd come here earlier. It will now be open, 
since the time on the Clock Tower has changed. There 
will also be another poem on the blackboard. 


“А tales of notes lost birds” 


. First flew a hasty pelican, 
. rushing for the reward. - 


_ fly higher than the pelican. 


і forget who came ne 
but she only flew 
a half flap 


Picture Card 


REN 


. Classroom кеў 
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overhead the stork. 


. Thenonecame _ 
.. Next to the dandy. 


Some of the keys on the plano are not functioning and 
it is these keys that you need to push to release the 
Silver Medallion with a picture of the Clock Tower 
carved onto the surface above the chalkboard. The 
order in which you press them is revealed in the poem. 
Each bird is a different key 

and their flying formation 

dictates their location on 

the piano, but the order 

that they are listed in is the 

order you need to press 

them. 


Boiler Room in the Baseme: | 

in the poem refers to turning on the ax thus 
creating heat which will "Open time's door", the Clock 
Tower's door. You aren't simply unlocking the door to 
an ordinary Clock Tower, but perhaps a porta! in time 
and space. 
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10. Exit the Infirmary an 
Reception Desk. Head in 
Reception area. 
11. No longer a mere lounge 
- behind the Reception area is now 
тоге. Examine the weird looking 
_ the two hanging bodies. 


the. ipe in the corner of the a 


pool from the rooftop rain 
the building through th 


the second floor. 


ге Сага puzzle | behind the Reception Desk | Ker Room, head to the s 


89 e Mod some serious déjà vu. 





rough the left-hand hall 

north classroom. Make 
llets on the chair near _ 

through the south exit 

d for the south exit to 

Pass through the gray 

nd dodge the cock- 

on the opposite 


2. Use the Picture Card in the slit in the door and eel 
у be able to pass through to the left-hand hallway. - 
. Head into the left-hand hallway and enter the Boys \ 
: Bathroom, o is located through the second door | 
left. Once you entern | 
| examine the closed stali. 


| <The Shotgun is your 

| next big weapon, but 
it only comes with 
one shell, so make 
‘sure to save it for a 
special occasion. 


can E 





lying on the table _ 
amidst a set of strewn 
playing cards. | 





Daddy Bii hl ع‎ 
са Daddy whore are you? 


There 1$ | 
Take it? 


14. What lurks Бен! 
grotesque hanging cor 
ground inside the sia 
bloody writing on the wal 
15. Exit the bathroo 


doorway in the hall. You 


. another door waits ‹ 


_ the next room. 


_ room, so exit back 


L where аге. 
vou?" ls tt Cheryl? 


* In line with other 
modern horror 
techniques, this call 
should send shivers 
down the spine. 


17. Before you can e. 


ј A Take the stairs al 


third floor. Note the d 
back perimeter of the rox 


19. Examine the drain pipe 


stall door ња. 
the Shotgun on the 


| Minute to read the 


sad through the next 
r an empty room, but 
wall. Pass through into 


om as ene will follow. 
ugh the door and 





“reveals a trapped tot The ‘second time. 
"through the school finds Harry in the same 
situation, but with a more terrifying conclu- 
sion: the rattling locker is filled with blood, 
but otherwise empty! What was making 


those noises and what needed to get out? 











A The cat never comes back, but you can hear what hap- 


pens to it when it leaves the room. 





























you'll notice another opened | 
them. Take a minute to perus 
airy tale confrontation between 
rave hunter. Hmmm... remem 
move south through the | 
hand hallway. 
se the Classroom Key on the d 












airs. Make your way to the door 
room to the south. : 


















rst floor, dodge the demon and unlock the 
ith the gold handle. You'll find yourself 


т double doors to reach the front паї 


a to the staircase in the right hand 
| sing through the right gray double doors and 


4 Using the 
staircase and th 






































ud | occurrences. 





о So what does it eae Harry isn't quite sure. Is he trapped in an actual nightmare? 
. Are these demons in fact spectres projected by his own fears? Or are they 
Cheryl's creations? 























gets de run to а new area to create enough space | 


_ to regain your aim and continue firing at the Lizard's 
head. After you've emptied a few rounds into its head, 





ght hand hallway of the first floor. Head 
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п ammo, make sure to stop 
to load up on bullets. 





Pick up the three boxes of 
side. Exit and head to the 


ith a generator, you'll 
1 with two valve wheels 
hand valve and rotate 
ne the left-hand valve 
$0 will remove the 
tidor leading between 









ammo and head 
the path, you'll auto- 
or and descend to 


will kill the 





9 
open and backing up to clear a space. Keep firing all the 
while and you'll break the Lizard's spell after four or five 
separate clean rounds in its mouth. 
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* i | 
> 5 [ i 
Who in the hell was that? 
4 Don't 

Boiler Ro : : 
leading north 
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Reception 


| HOSPITAL 
ЈЕ 


Hospital Map 





Dr. Kaufman 





ur earch through the unlocked 
he comer of the hall. Inside, 
pital Basement Map trom 


the wooden door next to the desk | 
геј in а meeting room. Pick up 
ey from the marble table, then 
he hallway. 
int) in the hall and pass through 
е. enter the Kitchen. Pick up t 
pital, head inside ihe counter and exit the Kitche 
to the right. 3 x 
2. You'll now be in 


п your Flashlight and you'll di 
inside the buildings Genera 





counter to save your 
3. Head into the Consul 


. at this point). 
"А Inside, you'll meet up witt 
f Silent Hill. After your cha 
hrough the doorway to th eat ј : 
ehind the Reception Desk. ! urse The i remaining dear is. emptied 
and head through the next d up into Plastic | : 
EU the Reception Desk ли е floor panel once more, 


the area. Take her down and —— floor has mysteriously | 
| | A Collect the unknown substanc e appeared. Curious? Scared? Press the fourth floor but- 
the Consultation Room. А Collect tho unini l ) 
ad through the doorway leading 0 this point in the = На Со sien НН portat once again. 
ү way through the small file : У — : ; 
| lead you into the east win p 20950 the weird world of 
: : ° Silent Hill gets even 
stranger when you 
discover а fourth 
floor button where 
it wasn't before. 


ckly dodge the 
lurking in the dark ¢ into the room 
ctly to the right. : 
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Alchemilla Hospital 


(ALCHEMILLA | 
|HOSPITAL 


Reception 


Consulation 


| Basement | | J | Ч Room 
Storage Roo 


| Movable | 
_ Cabinet | 


© 


1. Once you reach the mysterious fourth floor and exit 
the elevator, you'll find yourself in yet another mirror | 


version of Silent Hill. Head for the double doors. 

2. When you pass through the double doors, you'll 
enter a dimly lit hall. Dash to the opposite end of the 
corridor to avoid the nurse lurking nearby and head 
through the next set of doors. — - 

3. Now your path is and your radio's buzzing 
loudly. Flip on the Flashligh and make а mad dash for 
the staircase at the opposite end of th hall |. Make your 
way down to the third floo : 

4, Once you reach the third d floor, poss through the dou- 


There is P 
Take it? 





Kitchen 





except fora blue plate labeled the Plate of Turtle. | | 


- Pick it up and exit the bathroom. 


6. Once outside in the hall, head straight down the 
length of the hall and enter the second door to the 
left. You'll be inside the AV Room. Use the 
Notepad inside to save your game. Exit the roo 

. Next, head to ngle door across from the 
double doors leading to the stairwell. Head inside 
and you'll be in the laundry room. Pass through 
the opposite door to emerge in the East Wing o 
the third floor. _ 
8. Take out the two nurses in the hall, then head in 


from the shelf If near the back of the room. 
9. Exit the room and head down the hall to the n 


unlocked door along the right hand wall. Inside, pick up | 
the Plate of Cat from the back wall, then exit back to _ 


the hall. 


10. Find your way back to the staircase at the south © 


end of the и! Wing. Climb down ihe stairs to the 
Second floor. 
11. Once you 
reach the sec- 


* The Blood 
Pack seems 
harmless 
| er but 
you'll need it to 
There.is Sc 
Fake it? 


4 Dr. m і 
visibly shaken by 
the recent change 

4 of events in Sile 
Hill. But there's | 
something amiss. 
about him. 





Basement 
Е Storage Key 













21. The door will now open, allowing у 
East Wing of the second floor. 
22. In the East Wing, € 
dering nurses then head thre 
where you entered. — 
- 23. You'll enter a room with 
_ center, Avoid the two nurs 
~ double doors to the left. 


to the right guarded by a set of í 


out the lurking nurse inside ап 








Do you want to push 
the shelves? | 





ide fo uncover а secret passage to 
of the hospital. 


ind a lattice covered by wire-ike 
Use the Medicinal Alcohol first on the 


30. Enter the new area and head to the broad iron door 
on the opposite end of the short tunnel. in the next cor- 
ridor, quickly dash past the oncoming wave of nurses 
and duck through the iron door to the left, 


. 31. In the next corridor, dodge two more nurses and 


d the remain- 


Who's Alessa? The plot thickens as 
| Key to the Consultation Room. 
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The colored plate 
puzzle isn't too 
tough, but you'll 
need all four plates 
in order to open the 
special lock. 


run the length of the hal 
inside quickly. | 


recently. You'll stumble aci 
one named "Alessa" o 
up the Consultation Ro 


_ then prepare to exit. 
33. Once back out in the ће 


there, take either the stairs or the m tor 
third fioo 


Consultation | oor 
site side of the 





ightened 
sa, Harry suddenly 


hich somehow 


4 You | regain consciousness сайте that you're 
now in the Consultation Ro pital A. You'll also 
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Make sure to use the Notepad fo save your progress 
after the hospital returns to its “normal” self. 


Ниш... Г dont remember 


this being here before... 


4 Remember seeing the mark in the schoolyard? Dahlia urges you 
to keep it from "being complete" throughout the town. 









АА 


e A аі" 





- float) What does this all mean > Anc 


was talking about? | 





1. Око | 
Street. Follow it to Simmons and take a left. 
2. Follow Simmons 











some clues. 


- realize that Lisa is gone and in her pace is the old 


| ib es, she" | urge you to visit Si lent 


_ Notepad in Reception.) : 
43. Your next objective is to reach the. Green. Lion 
ntique Shop in the far northeast sector of Central 
E Sh ent Hill. 





Green Lion the “other church” that Dahlia Gi e 





leave е the Hospital, exit out onto Koons 


) 6 screen rattles off a 
broken phrases: 


Dummy still has —nusually high fever —- 


4 More mysterious clues pop up as you view an 
unlabeled videotape in the AV Room. What does it 
all mean? 


woman from the Balkan Church. 





"other 
church" and drop the Antique Shop Key | on the desk 
near the door. : 
Pick up the Antique Shop Key and exit th м 
together. (You can save your game by using е 








town. She'll warn him that the “town is 
being devoured by the darkness" and in 
order to combat the evil, he must "not let 
the mark of Samael be completed." The 
Mark of Samael? Ms. Gillespie claims 
that the weird red magic circles that 
Harry's been seeing around town are in 
fact remnants of some sort of occult reli- 
gion worshipping the fallen angel, 
Samael. What does this all mean? Are 
there larger forces at work or simply 
Harry's imagination? 


Silent Hill Town Center shopping mall. You'll be able to 
find the Green Lion Antique Shop | just after the shop- 


` ping center. 


3. Duck inside and use the Antique Shop Key to enter 
the small shop. 


_ 4. Inside, turn on your ШҮП каа: use о Notepad 


Bennett, once again, she'll tell him that she i on | 
head to | Hie on Bachman Road. The. (s thing Б 
if e 


on the dresser if n 


= е hee been moved. Push the cabinet aside to 
- reveal a secret opening in the wall. 
6 Суб, the police officer, will appear in the 
and inform you that she wasn't able to leave town.. 
7. After chatting with her, it's time to brave the area | 


all the way nonh uni pass the | EL hrough the hole in и wall. What lurks there? 
























у 


`. Silent Hill. 


"Dummy'?? Does the Videotape refer to the picture - 





of the girl named Alessa Dummy that looks like Cheryl 


in the Basement? 
















А Meeting up with Cybil brings up even more 
questions as to the darkness о pervades. 












CODE JUNKIES 


your complete monrhiu 
newest and cooles? рта 


је across а code that gives you 99 lives. 
пої that tough, and we didn't really 


.. pause gameplay by pressing START, then enter the 
inventory menu and press DOOOO00 + O+ 
© * ©. The only indication 
that the code has worked is 
when you retum to the main 
| e screen and you notice 
_ that you now have 99 lives in 
the upper right hand corner. 





Code fiH 
of rhe month 


Uprising X 
All Weapons 
Every weapon in the game is yours right from the start, 
or on any level! Enter € © + 














word on the password screen found on the Main 
Menu. When entered, you will go to a validation screen 
that displays the secret entered. 





А. Now you can just go around and blast things with that power- 
ful laser that takes things out in one hit, and Citadels in about 
three. As a matter of fact, you can go crazy with any weapon as 
the ammo is also now unlimited! 


No HUD 
This password will remove some of the heads-up dis- 
plays on the gameplay screen, Enter + t дох ¥ + 


displays. Enter the code again to bring them back. 






a ty rest етой cneats 


+ A + Xasa pass- : 


< will work in both the one-player and two-player games. © 


* А The night mode code doesn't exactly make it night, as you сап > 
« see from this screen shot. With one color in the palette, it's difficult . 
> to tell the difference between who's friendly and who's not. 


* Level Passwords : 
< The game cruises along pretty good and you shouldn't. : 
` need most of these passwords, but around level nine + 


О in the password screen to turn off some of the HUD : things get very tough and for many, the following are 
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Face it—you're a Code Junkie. You need 
every new PlayStation cheat and password, 
and you want 'em now. Don't worry, our 
sources are the best. Stay connected with 
PSM and your supply will never go dry. 







| it, you can check out all the levels, so 
| like you got your money's worth. Enter 


Password 
GOANYWHERE 
DEKPOWERUP 


CONTINUE 
pup 

ENVENTORY 

OUT GAE | 


| inthe 
inventory 


menu after 


pausing during 
gameplay. J 


Every month there's usually at least one code in Code Junkies that totally blows open a game or 
increases the fun factor of a title to another level. Each month we pull out those exceptional codes and 
cheat gems and award them with the dubious honor of Code Fix Of The Month. Look here for the 
hottest of the hot codes for the best games each month. 



























































: Level Password 

* Night Mode 2 EE) EE LS. + ¢ *AAXLDIO 

: This will turn everything green in the game, as if you : [еме!3...................... + + DIAS ASA 
were wearing some kind of night vision goggles. It елеге. OOOXX*XO 

+ actually makes things a lot tougher. Enter О AD A A Гохе. + ADA AA 

= X A + at the password screen to activate night mode : Level 6 .................... TUA Quee 

х and enter it again to turn it off. Like а! the codes, this. + 








lO**Do 










































































4. Now you can enter the last level of the game, the final 

2 face-off with Emperor Caston. This level is as tough as it gets, 
Я 5 = even with cheats. 

“ the only way they will see the rest of the game. Enjoy. : 
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germane: 


Cong JUNKIES 


E17 








Two issues ago we gave you a whole page of codes 
for the game. Well, apparently there's more where 
those came from and we have a few new Rogue Trip 
codes for you to try out. Now don't over do it! 





Si Single T Tec, was fibt going to make the same mistake 
they made with Twisted Metal 2, in never allowing the 
player to eventually get to play as the game's final 
boss, Dark Tooth. With Rogue Trip, every vehicle you 
see in the game can be driven, plus a few extras. 
Even the final giant mech boss, Big Daddy, is now 
playable. Enter ^ OR2 X А Ва as a password and you 
will get a message saying that Big Daddy is now 
playable. He is only playable in Challenge Mode and 
on the Nuke York level, however, but will be found on 
the character select screen when the right mode and 
stage are entered. The 
password must be re- 
entered each time you 
want to use Big Daddy. 




















4 Big Daddy is the coolest and 
most powerful character in the 
game, although he's sluggish 
fo control, 











This gameplay cheat gives you super powered 
stingers that will totally annihilate opponents with a 
shower of rainbow colored homing missiles. To 
enable Hornets Nest stingers, first enable the cheat 
mode by pressing L1 + R1 + R2 + SELECT when 
starting a level. Then, during gameplay, select stingers 
and press L1 + L2 + В1 + A+ +. A message will 
confirm correct code entry and it's missiles away until 
you run out. 





4 This code makes the stinger missiles more powerful, but 
the code is effectively used in conjunction with the infinite 
weapons code. To get infinite weapons, enter the cheat mode 
code, then during gameplay press and hold L1 + RT, then 
press * * * R2 


The following three codes give you a few more 
options in terms of camera views and one will allow 
you to change the two-player viewing perspective on 
the fly during gameplay. 


Two more views than the standard are available, but 
can only be accessed by holding SELECT + R1, then 
press *. 











* The first time 
you press * 
while holding 
SELECT R1, you 
get this far off 
perspective that 
gives you a 
better view of 
the action 
around you. 


> The second time you 
press * while holding 
SELECT + R1, you get this 
close up view that 
makes you feel like 
you’re strapped to the 
vehicle's roof. 


To enable a clean screen, hold SELECT + R1 and 
press * during game play. 





à This little cheat is a very nice touch. It allows you to play the 
game without many the on-screen indicators. This gives a much 
clearer view and brings you closer to the action. This will also 
work in the two-player split screen mode. 





During a two-player game, you can change the way 

the screen is divided from hori- 
zontal to vertical and back 
again on the fly by hold- 
ing SELECT + R1 and 
pressing * or * during 
game play. Another 
nice touch. 











ed бар оп а game? Then cali the people w wi 





516) 759-7800 

ee (900) 454-HINT 

..(800) 680-HINT 

-. 408) 453-9828 
(203) 655-0032 
(900) 2882724 





















..(800) 288-4468 
(900) 225-5436 
49705224797 11 


(714) 563-6655 
(847) 215-1811 
(415) 348-0500 


900)740JEDI — 
51019335630 























| Microprose... 
Midway/Williams.... 





000) 976-4468 
ub e (905) 475-4801 
(00) 933-7669 
..(000)370:5583 — 
....1800)695-GAME 
..(408) 787-6800 _ 
..408) 453-0828 
(310) 787-2900 
ue (900) 370-HINT _ 

‚ (408) 473-9495 — 
..(810) 392-3243 | 
(800) UBLSOFT | 
..(900) 288-GAME 
(303) 739-4019 
-4900) 288-4744 
2714) 955-9592 





` Psygnosis . 
Ready Soft... 




































































156 









alat | бы 
| = 1 vicem 
= m = гаи 
TENE 

€ to 





Thre 





~ 
E 
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We've come up with more Twisted Metal 3 codes for your 
amusement since last 
issue. All are entered as 
passwords at the pass- 
word screen found on 
the Main Menu. 


All the passwords are 
entered on the password 
screen found in the 
Main Menu. 





Password Effect 
ИСХ R1 START... . Unlimited Health - Never 
die again! 

тая. Unlimited Ammo 
Special weapons are 
the exception. 

+ L1 + START “..... Computer controlled cars 
ignore health power-ups 
when low. 

(RE Giant Ricochet Bombs 

о... Really Smart Guided Missiles - 
missiles never miss no 
matter where the enemy is. 

prr Computer Controlled Cars 
relentlessly go after 
human players. 

Т ttt... Homing Rain Missiles 

BOBILTETLT...... Super Napalm - Napalm fires 
much faster. 

Er. Unlimited Special Weapons - 
After entering the password, 
start a game, intentionally die, 
and when you regenerate, 
you will have unlimited 
ammo for your character's 
special weapon. 


Т1 АТАТ А1 





Enter the unlimited 
weapons password and 
your ammo will never 
read below 99. 










4 The giant ricochet bombs 
нај makes ке bombs as 

ig as cars, and more pow- 
dl to boot. 














Entering the “Really Smart Homing Missiles” 
password will make your homing missiles seek 
out the target no matter what, even if the 
‘opponent is right behind you. 

















Two issues ago, we printed all the good codes for the 
game, like big head mode and opening up all the 
courses. This issue we've scraped up a couple of 
tricks that aren't nearly as cool as the previous codes, 
but if you're a fan of Cool Boarders, then you will want 
to try these out, especially the slow-motion replay. 


Just in case you were interested, you can press L1 + 
L2 + R2 + R1 at the screen that says one player ог 

split screen and 
the date and 
time the game 
was completed 
will appear. 


© OWE PLAYER 


We aren't quite 
sure of the purpose 
of this trick, but now 
you know the game 
was finished in 
September, 1998. 


SEP 4 1998 10.15.08 





Here's something you may not have known. During a 
replay, you can achieve slow-motion by pressing + 
and you can freeze the picture by pressing +. 


When you watch 
your replay, you can 
slow down the action to 
make it more dramatic 
or freeze the camera for 
an especially tweaked 
aerial. You will have to 
take our word for it 
when we say that the 
action was frozen on 
screen using the trick 
when we took this shot. 





Despite the flashy, but admittedly cool, Adidas licens- 
es, Power Soccer 98 doesn't even begin to compare to 
the class of Konami's /nternational Superstars Soccer 
and EA's FIFA 99. Then again, the top soccer games 
don't really have any codes. To enter any of the follow- 
ing codes, you must first access the cheat entry 
screen. Press L1 + L2 + R1 + R2 at the main start-up 
Screen that says "Press start to quick start a match" 
and "Press X or Select for Main Menu" to display 
the cheat entry screen. Then, enter one of the codes 
and you will go straight back to the main start-up 
screen. Press L1 + L2 + 
R1 + R2 again to re- 
enter the cheat entry 
each time you want to 
enter a code. 


Press Stoct button to Quick Start = match 

4 Press the shoulder buttons 
at this screen to access the 
cheat entry screen. 


Beman ne Sateet hina For jhe Minin Ман 





> With the 
cheat entry 
screen open 
you can enter 


main start 
up screen, 


am ко СЕ GE тэ enter Седи Sequence 








CODE JUNAIES за 


| We warned you that this game was bad, 
but if you somehow got it into your 
possession, here are some codes to 
? help soothe the pain. All of these are 
entered at the Main Menu. When 
entered with the right timing, you will 
hear a sound. 


4 Enter all the codes at the 
Main Menu and you will hear 
a sound when entered cor- 
rectly, It might be helpful to 
turn off the annoying music, 
so you will be sure to hear 
the sound. 









































Code Effect 
t*[A*€[1A.......Unlimited Lives 

* MAAA + Level Select 

> A + Mega Machine Guns 
0 + Superbomb 

AAO View FMV sequences 


Once you enter the level select code, this 
screen will appear where you can select the 
level from which you wish to start. 


EFER WelGHiLes3. 


9 то SELECT LeveL 





4 Now you can 
watch the approxia- 
mately two minutes 
worth of boring CG 
over and over 
again! Pick the 
cinema through a 
screen similar to the 















































level select. 
Code Effect 
СТОКИ С UE. Big head mode 
XANL A E Hidden teams 
BOLD AAD ХВАТА Bonus stadium 
КЛ ОКОЛ ОЛ, Win match д 

УДАО ЖА А РАНИ View credits - You go 
immediately to the 


credits when entered. 


< Oh, boy... its our favorite code... 
the big head thing... again... 





» A new flag will appear 
to the right of The 
Netherlands and will be 
filled with new teams, 
including Adidas Teams, All 
Stars, essential classic teams 
and even a team made up 
of Psygnosis employees. 





4 Choose teams, then when you get _ 
to the match set up screen, select envi- 
ronment settings and press + once 
with random stadium selected to high- 
light “The Difference” stadium. 








> Enter the instant win code, then 
pause the game and you will find 
а new menu item titled “Win 

Match” that, when selected, will 
quit out of the game, but you will 
have still won. Now that's cheat- 
ing! It works in two-player games! 





=< game shark cades mune 
| [usano glane е У 


All Weapons/Infinite Ammo 


999 HP Vaynard 


Super Strength Vaynard 
Super Intellegence Vaynard 
Super Agility Vaynard 

999 Rune Power Vaynard 
999 HP Brangien 


Super Strength Brangien 
Super Intellegence Brangien 
Super Agility Brangien 


999 Rune Power Brangien ..... 


999 MP Lance 
Super Strength Lance 


Super Intellegence Lance ...... 


Super Agility Lance 
999 Rune Power Lance 


Super Strength Dryst 
Super Intellegence Dryst 
Super Agility Dryst 

999 Rune Power Dryst 
999 HP Lyonesse 

999 MP Lyonesse 

Super Strength Lyonesse 


Super Intellegence Lyonesse . . 


Super Agility Lyonesse 
pn "ne Power Lyonesse 


oe m 


Super Intellegence Kiloph 


Super Agility Кори ............30 


999 Rune Power Kiloph. . . 


800226462400 
80088740005 


800936600005 
300936810003 
300936820003 
300936830003 
300936840003 


801101300009 


300786820001 
80078f08fff 


800766780367 
800766720367 
3007667c00ff 
30076е 79007! 
30076e7600ff 
800766800367 
800776380367 
80077c3a03e7 
3007763600ff 
30077c3d00ff 
30077c3e00ff 


. 80077¢4003e7 


80076е2803е7 
8007662303867 
3007662c00ff 


. 90076e2d00ff 


300766e2600ff 
800766300367 
800766800367 


. 800766820867 


300766a400ff 
300766a500ff 
30076ea600ff 
800766880367 


. . 800766100867 


800766120367 
30076ef400ff 
30076ef500ff 
30076ef600ff 
800766180367 
80076e5003e7 
80076е5203е7 
3007665400ff 


. . 3007665500ff 


30076e5600ff. 
800766580367 
800770080367 


.. 800770020367 
. . 9007700c00ff 


30077009001 


Have Nightstalker 
Have Matsu Mushi 
Have Hongou 

Have Katze 

Have Highway Man 
Have Chihiro 

Have Utamaru 


Have Extra Character 1 
Have Extra Character 2 


Max Dance Points P1 
Max Dance Points P2 
No Dance Points P1 
No Dance Points P2 
Infinite Attacks P1 
Infinite Attacks P2 
No Attacks P1 


Max Enthusiasm P2 
No Enthusiasm P1 
No Enthusiasm P2 
Extra Characters 


Infinite Assign Power Points 
Infinite Shields 

Weapon 1 Never Overheats 
Weapon 2 Never Overheats 


Weapon 3 Never Overheats ..... 


“Infinite Health P1 


Infinite Health P2 


Infinite Health P1 
Infinite Health P2 


Play As Testament 
Play As Justice 
Play As Baiken 


80068740 0000 
80068744 0000 
80068766 0002 
800687720002 
80068766 0000 
800687780000 
80068738fff 
8006873cffff 
80068738 0000 
8006873c0000 
30051ac00001 
30051ac10001 
30051ac20001 
30051ac30001 


8012621 с0000 
801262740000 
8012е2сс0000 


80108540120 
801606560120 
801c12280120 


801612280120 


nieken В 800е7с4е0196 
Infinite Ark. .................. 800е7с5с2710 


Extra Characters 
8001058a003t 


Max Health P1...... po UAM 801dabde0064. 


801daf920064 
801daf98270f . 


Home Team Score 0 
Away Team Score 0 
Home Team Score 150 


Away Team Score 150 800167000096 


Extra Escapees 
No Casualties 


801165801 
801165041 
80116598 
801f65daffff 
801f65dcffff 
801f65deffff 


800a33f81250 
800857861250 


Infinite Time 


Always Place 1st 
Have All Secrets 


Have All Cars 
8011720001 
801172160001 
801173000001 


. 800991460708 
800974180015 
800975306784 
8009753467d8 
800975386820 
800975306880 
800975400804 
800975446928 
80097548697с 
8009754с6990 
800975506824 
800975546378 


Infinite Аг, SA 
All Ttems/Ammo: 1 o 4. 
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800975586acc 
8009755c6b20 
All Items/Ammo 2 of 4 а 4: · 800975606574 


800975646bc8 
- .. 800975686c1c 
| 8009756660670 

_ 800975706cc4 
800975746d18 
800975786d6c 
8009757c6dc0 
800975320009 
800975360009 

_ 800975320009 

— 800975300009 
| 800975420009 
800975460009 
800975420009 
| | 800975460009 
2 800975520009 
< 300975560009 

. 800975520009 
_ 80097550009 
- 800975620009 
800975660009 
800975620009 
800975680009 
~ 800975720009 
800975760009 
: : -. 800975720009 
All tems/Amm .. 800975760009 
= 800992080368 
600992000308 
1800992100368 
800992140308 
_ 800992180368 
` 8009921038 
800992200368 
800975160368 
800975180308 
8009751а03е8 
800975160368 
.8009752003e8 
800975220368 
8009758072ас 





All Items/Ammo 3 074 а 



































| 800975820009 









Play As Mini ~.. , 80028000007 
Play Аз Sweetlooth . .......... 800d28d0000b 












Street Fighter Collection 2 

Secret Boxes 

One of the nice things about these Capcom collections 
are the extras you get, the stuff the hard-core fans real- 
ly appreciate. When you enter the Collection part of the 
game (reached through the Main Menu), you are treat- 
ed to art work from the game, tips on how to play and 
info about each character. Each of the three versions of 
the game has their own collection screen full of good- 
ies. One box from each game is a hidden secret, how- 
ever, uncovered by beating the regular arcade mode 
with any character on any difficulty setting. Finally, save 
the game when you're done from the Options menu 
and the secret box will be open. The following is what 
the secret boxes will reveal for each game. 





4 Enter the Collection 
part of the game from 
the Main Menu and 
you will be treated to 
bonuses from each of 
the three versions of 
the game including 
one that is secret. 





e Beat the World Warrior version of 5Е// and you'll get 
18 pieces of artwork to view. 





А. Most of the new artwork found in the World Warrior version of 


ЕН is classic individual character art. 





e Beat the Champion Edition of SFII and you'll get 22 
new pieces of artwork to view. 


caries ART GALLERY 13222 


4. The new sketches for the Champion Edition is the best in the 
game, some might argue. 


e Beat the Turbo Hyper Fighting version of SFI/ and 
you'll get a sound test of the game's music. 
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101 


> The secret sound test option 
opened by beating the Turbo 
Hyper Fighting version of SFII lets 
you listen to all 33 tracks of music 
from the game, 








Sound Remix Option 

This hidden goodie will only appeal to the hard-core SF 
fan, but its effect is worth checking out. When you 
successfully beat all three games (saving each time) in 
Arcade Mode with any character and on any 
difficulty level, you will unlock a Sound Remix option 
that, when turned on, will make the music and sound 
effects brighter, more like the 
sound you get in the original 
arcade machines. 


j Once opened, the Sound Remix 
option will be found as the last entry in 
each game’s option menu, : 


Deluxe Versus Mode 

This one is the coolest of all. When opened, this totally 
new mode will appear on the Main Menu of the game 
where you find the Collection option and Title Select. 
Entering this two-player only mode allows you to play 
as any character from the three games versus any 
other character from all three games. This means you 
can use Ryu from Turbo Hyper Fighting against Blanka 
from the World Warrior. To open the Deluxe Versus 
Mode, you must beat all three Arcade modes with any 
character and on any difficulty setting. Be sure to save 
each time you beat an Arcade mode. 


SETUP 4 Once you and 
a friend choose 
HSNDIGSP 1PKAKAA AAR Рркжккикиаж your characters, 
GAHE SPEED LAAAALAAAH you will go to 
this screen, 


where you can 
change many 
options including 
the game speed, 
the stage to fight 
on and the num- 
ber of rounds. 





A For those that really care, the Deluxe Versus Mode is the biggest 


reason to own the game. 















А What's up with Bill hogging the camera? And why does Noah's face look funny? 


Hi, people at PSM. First of all, | love your 
magazine. It's perfect for my unique 
custard-craving needs. But now it's 
time for your part of the deal, and here 
are my questions: 


Be BLAKE: Custard-craving needs? 


1. RE2 dual shock features Dual 
Shock support (duh), as well as some 
new secret characters and an "easy" 
mode that allows you to start with 
1. What's the difference between RE2 unlimited ammo and weapons. 

and RE2: Dual Shock? 

2. EWJ 3 keeps getting delayed, but it 
will eventually make it out for the 
PlayStation. So no, as far as we can 
tell, you're not crazy. 


2. What's up with Earthworm Jim 3D 
coming out for Playstation? Am | crazy, 
or do they keep on postponing it to a 
later date? 

3. Abe's Oddysey is actually the first 
part of a five game series (pentology? 
quintology?), but Abe's Exoddus isn't 
actually part of it. The second install- 
ment, Munch's Oddysee, will be com- 
ing out in a year or two, but nobody 
knows which systems it's coming for. 


3. | heard that Oddworld was meant to 
be a trilogy. If that's true, is there going 
to be another sequel? 


Miles VanMeter 
Quest13@aol.com 


Adventure and. 


_ David Kim, age 14 


_38 Cornwall Rd. 
Favorite Games: Resident Evil 2, ЕЕ7, 


: Metal Gear Solid, Tekken 3, NPL Blitz, Live 


Glen Rock, NJ 07452 E 
Favorite Genre: RPG, Acton/Adventure, —. 


Sports, Shooters 
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Hey! How's it goin’? | have a few ques- 
tions for you guys, and if you could 
answer them, it would ROCK! 


1. | saw Rainbox Six on the Checkpoint 
list and | got all excited because my 
computer isn't powerful enough to play 
it, but | really want to play it, you know? 
Do you have any info on it? Will it be just 
like its PC counterpart, or what? 


2. Wouldn't a two-player mode in 
Einhander be great? Does Squaresoft 
even have any plans for a sequel? 


3. Have you guys ever heard of or 
played Metal Slug? | think it's one of the 
greatest games for the PlayStation! Will 
it ever be imported to the U.S.? 


4. Finally, am | the only one who thinks 
the FFVIII demo was bad? The story 
was so boring and the battles were 
even worse. And what's up with the 
controls?! Don't get me wrong now, | 
love RPGs and Si. 

| love Square œ 
and I'll buy FFVIII no 
matter what, but still... 



















Brian Picken 
Soccer771@aol.com 


B» BLAKE: Oh Yeah! can you 
smell what the Blake is Cookin? 
1. We have very little info on 
Rainbow secs 

Six right Y 
now, but fm 
excited about the title since 
the PC version was so awe- 
some. Not a month goes by that fm 
not begging the folks at Red Storm 


antasy Tactics, 


Final 


Casey Flynn, age 15 
Rufus 675@aol.com 


Jenna, age 16 


Breath of Fire Ill; Suikoden, Castlevania 
Moorjay32@aol.com 


SotN, Resident Evil, Tekken 3, and The 


Favorite Games: Final Fantasy Vil, Final 
Legend of Zelda: A Link to the Past 


Quote: Tomorrow always dies, tomorrow 
Fantasy | and | 


98, Crash 2, Twisted Metal 2, and Tenchu 
will die tomorrow! 


Favorite Genre: RPGs 


Drop us a line at PSM Letters, care of 
imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 
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Entertainment for а preview copy of 
this game. Don't worry, we'll break 
the news just as soon as we get it! 


2. Yes. No. 


3. I have played through Metal Slug, 
and it is cool, Rumor had it that this 
was going to be brought over by 
Working Designs, but now they say 
that it isn't, so it looks like we'll never 
see a domestic release. Sigh. 


4, Yes. | thought it rocked for what it 
was. Come on, you can't expect an 
epic plot from a short demo. This is 
exactly what the FF Vii demo was 
like and that game rocked. So there. 


| just picked up my first ever copy of 
PSM and | was just blown away! It's by 
far the most informative, in-depth, and 
thoroughly enjoyable magazine out 
there. | hope that you will be able to help 
me with my questions... 


1. My friend tells me that you guys put 
lid stickers in your issues, yet my 

Dec '98 issue 
had none. 

we |5 this 
something 
that you 

: ado just 
s^ every once in a while or 
was my copy missing one? 


2. Are there any disadvan- 
tages to using a non-Sony 
large capacity memory card? | 


А Yeah Brian, a two-player version of 
Einhander wovld seriously rock. 


Breath of Fire 2&3, Suikoden, 
etc.(Mostly any RPG that moves.) 
Quote: Remember to dream. 
Albert Llaguno 


1629 Willow Ave. 
vs. Capcom, Chrono Trigger, Mega Man X4 


Favorite Genre: RPGs, Fighting, Adventure 
Favorite Games: FF7, Dead or Alive, Marvel 
Quote: Bring on babes, Anime & games! 


Favorite Genre: RPG 
Favorite Games: All Fi 
Glendora, CA 91740 


FF3) 






(Continued on pg. 104) 
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¥ Game commercials some- 
times rely more on зма 
and mirrors th 


games that 
геу solely 
on gimmicks 
to sell 





Tuis Момтн 5 Topic: 
Selling The Game 


Y 






ou've seen "ет all over the place; TV, bill- 


boards, sporting events, and game mags like real shame too, | З 


this one. Videogame advertisements are everywhere, ^ because there 
a result of the modern videogame boom caused by аге a lot of great. 7 
the amazing success of the PlayStation. But what are ^ games à 
these ads really trying to say? And do the advertisers there that would 
even know what they're selling? have sold so 

| watched а lot of TV over the Holidays, and it тапу more 
seemed like no matter what | watched, | was con- copies if the 
stantly seeing ads for videogames. Most were fairly ^ advertisers could 
forgettable, but two of them made a very distinct have simply 


impression on me: Sony's Gran Turismo, and 
Nintendo's Zelda 64. | couldn't put my finger on it at 
first, but there was just something about these ads 
that made them stand out. You 
know what it was? The commercials 
actually showed lots of the game! 
Here's my take: Most ad agen- 
cies spend way too much time com- 
ing up with catchy "hooks" instead 


communicated better. 
Okay, | want to know what 
you think about game ads and 
how they could be better. Also, tel 





‘He COMMERCIALS 
ACTUALLY SHOWED 
LOTS OF THE СЕМЕ! 





of focusing on what it is that makes the game worth 
buying. Gamers aren't going to be suckered into buy- 
ing a game just because we see some funny clown 
dancing around. In fact, l'm a little suspicious of 


answers brief. 




















= for both systems, the N64 game is better 
| 2 90% of the time. N64's selection is on the 
з rise, also. 


Ryan Zillmer 
ryan_zillmer@planar.com 


| predict that the super powers (989, 
Squaresoft, Namco, Capcom, etc.) in 
gaming will come out with huge „ 
hits in ‘99. They have learned that 4 
quantity over quality is not 

always good 
(*cough*,Square, *cough*), and there will be less 
and less low quality games to come out. The price of : 


both team up to compete against Sony, who 


Croft and Crash Bandicoot. 
The biggest games will be made by Sega, who 


the PlayStation will drop to $99 or below and help : ~ >. e ; 
5 | . . i major hits. Sony is in trouble, because you haven't 
spread the ever growing population of PlayStation : seen cde ЕЕ tiene and als 


gamers across the world. The specs for the PS2 will : 


be released, and all will rejoice. Also, PocketStation | Te 
will become a huge hit and will become as standard : 

? Allaw@webtv.net 
as a Dual Shock. i 


Jeremy Stewart 


Pare E net as it did in 1998. There will probably only be three or 


Е four games that are really big hits. Also, the Nintendo 


| hate to break it to you guys, but PlayStation is in for : ei е 
а rough year. And no, it won't be the Dreamcast that : НЕА или И Об а пони У 


cuts into PlayStation sales. | think history shows us : sud ada о нем 
that we can count on Sega to move into the next gen- : gooo g y р У 


eration first and eventually fall flat on its face. | own ; everybody thinks. Most people won't get a new Sys- 


me your favorite (and least favorite) ! 


ads. Which ones do you remem- | tiful, but people will begin to tire of more of the same. 


ber? Which ones really got on your 


nerves? And, most importantly, : 


Which ones caused you to rush out | graphics will take precedence over gameplay. 


and buy the game? As always, | want to have space : Prts 
; | E market, although it will have a tough sell of the 
о please Keep yogi 1 PocketStation, due to a lack of games to support it! 


| think that the PlayStation will not have as big a year : 


Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 
invite debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put “Pause” as the 
subject heading). We will run the best of your responses here in this section. 


> CHRIS Ep 
ae 2 Chris Schultz 


i cZ7362@earthlink.net 
both a PlayStation and an N64, and Nintendo is start- ! 
ing to come into its own. PlayStation will still offer : 
tons more games, but whenever a game comes out i 





tem right after they bought one a few 
years back. 


Faus Weber :-) 
J | Faus@aol.com 


After all the dazzle of the "nightmarecast", 
the PlayStation will pick up again. You can 
have my PlayStation when you pry it from 
my cold, dead hands. | give Sega three 
months to live. 


^ Mike Shaw 
Hawangdo@yahoo.com 


A In 1999, there will be more dis- 
appointments than you can 
shake a stick at. Sequels and three-quels will be plen- 


Many new and completely original games will 
emerge, but most will be doomed because their 3D 


The PlayStation will remain king of the videogame 


| think that Sega has a good chance this year with 


i their 128-bit Dreamcast, but PlayStation won't fall. 
1 When PlayStation 2 comes, say good-bye to Sega. | 


i don't think Nintendo is going to be any trouble. | think 


| the system itself is getting old, so the price is going to 
i have to go down. PlayStation rules, though. 


i Joshua Mitchell 
? mad_gizzmo@hotmail.com 


The PlayStation will experience a i 
decrease in sales, because of a ! 
lack in demand caused by Sony's : 
competitors. Nintendo and Sega will i 


| see the PlayStation putting up its greatest year ever, 
but at the same time, 1999 will probably be its last 


year in the spotlight. With huge titles like Final Fantasy 


; stole their gaming audience with the likes of Lara ; 


Vill and Resident Evil 3, the PS will only grow more 


i popular. But once Sega's Dreamcast and the 


: PlayStati 
i has the most to prove. Nintendo 64 will have a few £ 


on 2 are released, the original PlayStation will 
slowly lose its momentum. | think that the huge titles 


B will belong to the more powerful systems. It's survival 
į of the fittest. Even though the PlayStation and its 


ТЕСЕК 


games may be combatively priced, most hardcore 
gamers will flock to the new machines. 





Greg Hall 
GHall 316@aol.com 


i CHRIS: Wow, quite a number of strong opinions 
1 out there! One thing's for certain, 1999 will be the 


Е will step up to challenge Sony. The developers for * 


most interesting year for videogames that we've 


? seen in a long time. Can PlayStation keep up its 


machine's power. PlayStation will really have to get { 
: step up to make more of a challenge? 
? think that Sega's Dreamcast will sell as much as ? 
{ be one helluva ride, won't it? 


incredible momentum? Will Nintendo and Sega 


Р 


Nobody can say for sure, but it sure will 


in | LETTERS 


(Continued from pg. 102) 

bought one from Wal-Mart that was 
made by some company called 
‘Performance,’ and it lasted about two 
weeks and then just froze on me, taking 
all of my saved data with it. The compa- 
ny honored the warranty, but that does- 
n't get all the data back that | lost. Have 
you guys heard of any similar problems 
with this brand or any others? Does 
Sony even make a mega-capacity mem- 
ory card? Any possibility of doing a 
review of which mega-cards you guys 
would recommend? 


Trevor Sparreboom 
Osoyoos, BC, Canada 





ІН: | gotcha covered, pal: 


1. Your friend is right. We do put lid 
stickers in our issues, we just don't 
do it every month. Sometimes we'll 
put in a poster or some memory card 
stickers or another kind of bonus. We 
try to mix it up a bit, so you won't see 
the same bonuses every month. if 
you're interested in getting some of 
our older lid stickers, check the back 
issues page. The back issues all 
come complete with their original | 
bonus stickers and such. 


2. This has been an issue since day 
one of the PlayStation. The only 
100% reliable memory cards on the 
market are those made by Sony 
themselves. No other cards on the | 
market are licensed by Sony and, for | 
that reason, all others have been 
reversed engineered to work with 
the PlayStation. This inevitably leads | 
E 





to problems like the one you're expe- 
riencing. The multi-page large capac- 
ity memory cards are especially unre- 
liable. My advice for you is to only by 
the 15 block Sony-made Memory 
cards that have the PlayStation sym- 
bol on the packaging, just to be safe. 


l've been getting your magazine since 
the first issue and | would like to ask you 
some questions: 


1. This is for Stephen. Do you like the 
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Favorite Genre: RPG, Action/Adventure 


Favorite Games: Resident Evi 


Favorite Genre: RPG, action 
. Favorite Games: Final Fantasy 7, Final 


~~ MinakoSuFabie, age 18 
_VPMakoto@howail.com 


Fantasy Tactics, Sulkoden, 


ne Boz Weeks, age 15 


` kremerandiwitch@hotmall.com 


Quote 


Xenogears, BOF 3 , Metal Gear : Solid 


ear PSM, 

Bonjour to everybody at PSM. 
My name is Cang Tran, but call me 
White Boy, because all my friends do! | 
have a comment concerning Issue 15 
(Nov '98). | was sad to hear that Bill Paris 
had moved onto greener pastures. 
What's going to happen to Banzai Chibi- 
chan? Bill and Banzai are partners, like 
Batman and Robin. It's not going to be 
the same without Bill. Well, don’t worry 
Banzai, l'm sure you'll get a new side- 
kick sooner or later. | also have some 
questions: 


1. Will | be able to use the Dual Shock 
on Ridge Racer Type 4? A multi-tap? 


2. When will Gran Turismo 2 be out for 
the PlayStation? 


3. Will Bomberman Fantasy Race be like 
Mario Kart on the N64? 


4. Will the game Silent Hill be 
like Resident Evil? 


5. l'm thinking of buying Metal Gear 
Solid, but my friend said it sucks! What 
do you guys recommend... should | buy 
it or not? 


6. My friend said that Final Fantasy МИ 
will consist of five discs — is this true?? 


7. In issue 15, | read about the Cooling 
System in the peripherals section of the 
mag. The release date said September, 
but when | went to the stores here in 
Fresno, nobody had it! How come? 


Sorry for the long list of questions, but 
this is the first time l've written to any 
magazine. | hope you guys at PSM can 


т" Ball 2 anime? If you do, which is 
your favorite one and do you know 
where | can buy movies, posters, and 
toys by mail? 


2. 15 ther any way you guys could please 


elr shoes. That way, 
you are а mile | 


in th 


ге them... 
em... and you have their shoes. 


Favorite Games: Chrono 1rgger Metal 
Gear Solid, Resident Evi 2, StarCraft (PC), 


Favorite Genre: Action/adventure, Fighting, 
NEL GameDay 99“, МКА, Gran Turismo 


Sports, RPG 
m- Matt Jones, age 14 


>= Mike Sun, age 14 
PoRKRaZoRGaol.com 


away from th 


answer them. Thanks for your time. 


Cang Tran 
Fresno, CA 


~ : Don't you worry about 
Banzai, Cang He's a tough guy and 
we're pretty sure that he'll he okay. 


sniff... sniff... | don't 
need Paris-san... he was just a pretty 
face to put on the cover, anyway. It's 
not like he... misses... me, 
either... (sob) 



















: i: Um, 
anyways, let's 
get to your 
questions... 


1. B4 will be 
compatible with 
the Dual Shock 


from 
Sony as 
well as the 
new 


JogCon 

made by Nameo especially for the 
game. But the multi-tap is a no-go, 
since the game will only support up 
to two players. 


2. No word yet on when the Gran 
Turismo sequel will be hitting the US 
or Japan. Things have been very 
quiet in the Sony camp overall, but 
don't be surprised if you see some- 
thing like a massive preview in the 





add a section on videogame toys and 
how much they cost? 


3. What do you think about the new 
boxing game from Electronic Arts, 
Knockout Kings? 15 it any good? 


Evil 2, FF 


t 


shut your mouth." 


Gear Solid, FFVII Oddworld, Time Crisis 2, 
Tenchu, RE2, and Test Drive 5 


Quote: "Somebo 


Favorite Games: WWF Warzone, Metal 
to.say no thanks 


Favorite Games: ГЕЈ, Residen 
Tactics and Gran Turismo 


Quote: “The Rock's | 
Sk8erguy@ilovelara.com 
Favorite Genre: 


Now, know your role ап 
m Jacob Rea, age 15 


4890 Stewarts Ferry Pike 
Mt. Juliet, TN 37122 
Favorite Genre: RPG 





teach you how 


H 


dy needs to 
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next issue of PSM, 


3. | don't really see any distinct com- 
parisons between the two games, 
but they're both racing games with 
hyper-cute mascots and some plat- 
form qualities. Take a peek at our 
review of Bomberman Fantasy 
Racing in this issue and decide for 
yourself (it's on page 39]. 


4, Yes and no. Silent Hill (another 
great title covered in this very issue!) 
does utilize the horror theme that 
was popularized so well by the 
Resident Evil series, but it totally 
expands on it. it's less like a scary B- 
movie (RE, REZ) and more like a Clive 
Barker book. Ко weird, freaky and 
packs a lot of creepy atmosphere. 
Moah still has nightmares 
from doing the strategy on 
the game. Tee-hee... 


5. Even though I think that MGS is by 
far one of the best games of all time, 
not everyone will agree with me. It's 
hard to say what you may or may 
по like, but know this — Metal Gear 
incredibly linear, but emphasizes 
strategy with a great story, great 
characters and a really innovative 
take on action games. if you're still 
not convinced by us here at PSM, try 
renting it at a video store to get a feel 
for it for yourself before buying. 


&. Square just recently announced 
РЕМИ will be four discs, not five. 


7. Sometimes peripherals can he 
hard to track down. Try contacting 


Nuby directly at (603) 924-2260 or 
online at www.nubyonline.com. 


4. Last Ouestion: Why don't you guys 
make posters from your fan art section? 
They look pretty good. 


Jaime Hernandez 
Stockton, CA 


(Continued on pg. 106) 


Favorite Games: WCW Thunder (soon to 
pie O 


be), WCW Nitro, WCW vs. the World, WWF 
Tenchu, Xenogears, Brave Fencer Musashi, 
Crash Bandicoot 3, and Cool Borders 3. 


Warzone, Metal Gear Solid, Final Fantasy 7, 
Quote: 


Favorite Genre: Wrestling Action/Platform 


™- Eddie O'Brien, age 12 
Spawn10284@aol.corn 


Illustration: Robert De Jesus 
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> Hey, it's a fellow anime 
fan! I'm glad that you have been with 
PSM since its start, and I hope you 
continue to read it for the forseeable 
future. Now, on to your answers: 


1. Actually, | don't really care for a 
majority of the anime that is shown 
on American television. Vampire 
Hunter D is an exception, though. 1 
just feel that DBZ and Sailor Moon 
are much too mainstream and don't 
really keep my interest. | am more 
intersted in series like Yu Yu 
Hakusho, PatLabor and Slayers. As 
for places that sell anime merchan- 
dise, | suggest that you consult 
www.anipike.com. They have list- 
ings of mailorder companies that 
handle that sort of thing. 


2. Since this is a PlayStation maga- 
zine, we don't like to use up space on 
things that don't immediately relate 
to the console. As you probably 
know, we have run a feature on 
videogame-based toys in an earlier 
issue, but you won't see anything 
like that as a normal section. Sorry. 


3. We really hated that game. It's 
especially sad because the game had 
potential early on. К just didn't end 
up as good as we would have hoped. 


4. That is an interesting idea. Perhaps 
we will do that in future issues. 


| have been trying to keep up on the lat- 
est news of the Sony PDA, because it 
looks like it is going to kick ass. But right 
now specifics are pretty spotty at best. 
What do we have as definite specs for 
it? Are there going to be any special col- 
ors or any special things that set it out 
from all the other "giga pets" and "vir- 
tual pets" that it is so often compared 
to? Lastly, what is the price (in the bal 
park) of this wonderful PocketStation? 
Thank you in advance for your time. 





Steve Day 
lhytspeed@psxrocks.com 





: Well Steve, we do have 


сот. 
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Ра} Fantasy VI 


пе 


~ 
vi 


эп Ball Z Legends (import), 


DBZGyal 
and Xenogears. - 


Quote: Gimme а HELL YEAH! 


i- Nate Srulowitz, age 15 
Mr HaudBeHotma 


Favorite Gam 


| dosh Vigh 
Son Goku 


` Favorite Games: [wi 


the definite specs of the 
PocketStation (formerly the PDA), 
but we just don't have the room to 
list them all here (for the complete 
spec listings, check out our coverage 
in Issue 12). So far the only varieties 
announced are white and clear. What 
seperates the PocketStation from 
everything else is that you can down- 
load new games to it from 
PlayStation CDs, so you won't just be 
limited to “tamagotchi” type games. 
When the PocketStation comes out 
in Japan, it will be around the equiv- 
alent of $25, so you can expect it to 
be in the same ballpark when it 
comes out here. 


| have had a PlayStation for a while, but 
just recently subscribing to your mag. 


1. Will Quake И offer two-player split 
screen deathmatch, or only via link 
cable? I'd be willing to play either, but | 
was just wondering. 


3. Will Quake 15 controls be fully cus- 
tomizable (not just three or four configu- 
rations)? | would like to take advantage 
of the analog contoller by using both 
sticks and the buttons built into them. 


3. A few months ago, there was an arti- 
cle in your magazine about how the 
developers of Gran Turismo were trying 
to get a Ferrari license for GT2. Although 
this would be cool, | think exotics like 
that belong in games such as the Need 
for Speed series. Don't you think devel- 
opers should concentrate on getting 
licenses for car makers such as Ford, 
BMW and Mercedes? | would much 
rather see these cars in future games. 


Tim H. 
haplo@macatawa.org 





Tim, Tim, Tim... I thought 
1 | had sensed a Quake Пете in your 
questions but then the GT one came 
out of the blue and ya just spoiled it. 


1. Would you believe the game has a 
four player split-screen deathmatch? 
Unbelievable, but true. We asked 


Fantasy 


5 
tate someone, 


г 13, Resident E 
FF Rh 


Favorite Genre: 
Favorite Games: FF 
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our magazine is the best. | just 
have a few things that | need 
| you to clear up: 

1. When is the Resident Evil movie final- 

ly going to be finished? 

2. |5 there going to be a Resident Evil 3 
| for the PlayStation? 
| 3. What ever happened to Aliens vs. 
| Predator for PS? 

4, Last but not least, Megaman X4 just 
appeared in Ottawa. | thought it was 
supposed to be released a while ago. 
Do you know what happened? 





Mike Pickett 
| ikepickett@igs.net 


| E: Hey there, Mr. Pickett. 
Hews Ri going? 


| 

| 

i 

| 

| 

H 

| 

| 

i 

| 

| 

| 

M 

| 

| 1. There is still 
| very little info on 
| the Resident Evil 
| movie, but we do 
| know that 
| George Romero is 
| now set to write 
| and direct it. 
| Since the whole 
| project is still in 
| its early stages, 
| we don't see a 
| release in 1999. 
| 2000 seems more 
| likely, and would 
| give — Romero 
| more time to 
| make it a truly 
| good movie. 

| 
| 
| 
X 


2. There has been 
| no official announcement from 
Capcom regarding Resident Evil 3. 
The next Resident Evil, Codename: 


Veronica, will be coming to the 
Dreamcast console and follows the 
storyline and characters developed in 
RE2. Н looks like RE3, whenever it 
gets released, will start a completely 
new storyline and will probably fea- 
ture brand new characters. 


3. The Aliens vs. Predator project is 
pretty much on hold and doesn't look 
fike it will be appearing anytime 
soon. However, Alien Resurrection is 
still scheduled to be released some- 
time around the first part of this year. 


4. That's strange. Yeah, Mega Man X4 
was released а long time ago. К is 
funny that you are only getting 

it now. 


4 While no one knows the exact date of 
the RE movie's release, the game's charac- 
ters are ready for stardom. 





them to do eight player link-up but... 
Well, let's just say we don't think 
that's ever gonna happen. 


2. We don't know for sure, but we 
were told there will be some degree 
of controller configuration allowed. 


12 and 3, 


sty all 
ij Tekk 
Favorite Genre: PPG's, Advent 
Quote: А! who do not serve Shalt 


1^- Nick Standafer, age 13 
Favorite Games; 


indateaolcom 
Favorite Genre: Мо 
Fantesy VIL. Gran 
Symphony of the № 


3. Heck Tim, we feel that the more 
cars they can stuff into GT, the better. 





| know this is late in coming, but | had to 

give you my point of view. There is only 

one living female that could play the 
(Continued on pg. 108) 


ng. 
@, Xenogears, and Pong. 


aol. cor 


Fencer Musashiden, Gran Turismo, Street 


Favorite Genre: action/adventure, racing, 
Favorite Games: Мега! Gear Solid, Brave 


have a fate worse than death alter t 
RPGs, anc figi 


Last Battle. 
c Tyler Scott, age 22 
@ 


DeeshNazi 
Pensacola, FL 


















Illustration: Ryan Kinnaird 



























Illustration: Ryan Kinnaird 
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Welcome to the Fan Art section! Each month we'll be taking а look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy making that art! 


¥ Big thanks їо Matt Cossin for this 
explosive scene! This guy's amazing! 












|" guys are cool and your 
magazine is the bomb. Now, | 
have a couple of questions and | 
need some answers! 


1. Which cheating device do you 
prefer, Game Shark or the new 
Xploder? Why? 


2. In Final Fantasy VIII, do the char- 
acters feature their own voices 
and talk like Metal Gear Solid? | am 
just sick and tired of having to 
always read loads of text from a 
crappy-looking box. 
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| Tino Avila, age 13 


night sky!" 


'd like to say that you 


Favorite Genre: RPG, Fighting, Adventure, 


MJANGOLAQjuno.com 
and Shooting 


| « With art 
4 like this, Tom 


ег cool 
works at http 
1 Porener. geo 
cifies.com/ 

] Токуо/5985/. 


3. Are you gonna include anymore 


PSM memory card stickers? 
(Please say YES!) | have missed all 
the issues where you included 
those stickers. 


Michael.Lo 
Dr.Death4-Life@juno.com 


NOAH: Hi Michael, 

1. While the Xploder is easy to 
use and comes packed with 
cheats, 1 have to go with the 
Gameshark. К has more fea- 
tures, including a memory card 
icon editor and, since it has 





Favorite Games; All Square games(except 
Saga Frontier), Metal Gear Solid, Monster 
Rancher, Armored Core, Twisted Metal 2&3, 
апа Castivania:Symphony of the Night 

Live in Your World, Play in Ours" 


|> Jason Hodges, аде 24 
129 E. Washington Street 
Broken Arrow, OK 74012 


Favorite Genre: Racing 
















Favorite Games: Gran Turismo, Rally Cross, 


à D enr 7 
(BOF) 


ез has more 





at htip:/ /formulat 19.simplenct.com/. 
HOY sı рлозпју jo oid зпоќ “iij пог ‘MOM У 


4 Think this 5 соо? Jason Wag 









4 Chris Вазе та rocks with 
one of our favorite Lara pics! 


» Thanks to 
Ју Gabriel 

dg Lamberty for | 
| the cheel 
art. Check 
© him out at 
rw geo 
хтео 

















| tokyo | 
shrine/ 1922. | 


є The super- 

cool piece 

= comes from 
Gerald 

Pilare. 

























been around for a 
while, the latest version has 
none of the bugs that can 
accompany a device like this. 


2. The amount of dialog in the 
game is expected to be 
immense, so voice acting will 
not be used to any extent, 
Looks like you're going to have 
to read. The text boxes should 
be quite nice, however. 


3. Vou will definitely see more | 
memory card stickers in future 
issues. For those you missed, 
check the Back Issues page. 


Gran 


Metal Gear Solid, 


Favorite Genre: sports,fighting games,and 
shooters 

Final Fantasy 5, Pocket Monsters, Final 
Fantasy Tactics, Secret of Mana, BoF3, and 


the Lunars. 
RE 1-2, Tekken 3, Twisted Metal 2, Colony 


Favorite Genre: Old school RPGer and 
Favorite Games: Lufia 2, Final Fantasy 6, 
Favorite Games: FF7, Castlevania SOTN, 
Wars Vengence, 

Turismo, Jet Moto, Crash 1-3, Ace Combat. 
Quote: Duh, | forgot to write my address... 


Favorite Games: Resident Evil 1 and 2,Соо! 
Anime based games. 


Boarders2, and Twisted Metal 


Wipeout XL, Colony Wars, Hot Shots Golf 
Quote: We're а! gonna to die! 


Tonawanda, New York 14150-4417 


| John Schulz, age 15 
Sir MaximQaol.com 
> Scooter Magee, аде 17 


Joespn13@hotmail.com 
2438 Colvin Blvd: 


в Joesph, аде13 
Edmore, Michigan 
Quote: Andy Weis 







Т REALIZE 
CAPCOM WANTS TO : 
ADD MANY NEW MODES 
\ TO THE GAME, BUT THIS 
16 UNACCEPTABLE. f 


part, or should | say “live” the part, of 
Lara Croft, and that is the Home 
Improvement “Tool Time girl”, Debbie 
Dunning. Her physical attributes make 
her the only possible canidate. When 
the camera is panning up her boots to 
her shorts, you would swear it was Lara 


16 NO HONOR 
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"SUPER RYU BROS.’ 


1 АМА 


IN “HOPPING ом WARRIOR. | TRAVEL 


М. GOOMBAS". 


THE WORLD IN SEARCH 


OF COMBAT AND 


ENLIGHTENMENT. 


| раје ЕЕ 


Croft. | just had to put my two cents in. 


Jon Wassem 
Burbank, CA 91501 


b> STEVE: Hmm... she is an inter- 
esting choice for the role. And since 





p 


n the December issue (with 
EX Lara and Claire on the cover) in 
the section about "This Month's Cover" 
you said "We won't show you Adam's 
original sketch, because it ROCKED big 
time, and you would hete us for not 
„going with it...". Well, being a very good 
follower of this magazine since issue #1, 
naturally my curiosity got the best of me 
and | have to see it. If it is not too much 
trouble, could you please show this pic- 
ture to me somehow? 





Tim Landry 
synapse177@hotmail.com 





| noticed that in your December issue, 
you wrote that there was an alternative 
cover to the one that you actually ran 
(the one with Lara and Claire on it). Since 
you said it was so cool, | was wondering 
if there was any way that you can print it 
in the magazine. | am sure a ton of your 
readers are as curious as | am. Thanks. 


John Klark 
New York City, NY 


Just read the very cool December '98 
issue, except for the omission of the 
original sketch Adam Hughes did for the 
cover. C'mon, let us see it! 


J. Ernesto Vidal 
Dallas, TX 


Be EUGENE: ОК. Sorry Í put it in 
such a way as to stir up your curiosi- 
ty for the actual sketch, and then not 


rhe mystery cover revealed | 


H 
show it. Since the space allotted to | 
cover sketches is so limited, there | 
was no real place we could for it, until | 
now... Since you've been reading | 
closely (we can't get away with any- | 
thing!) and demanded it, here is your | 
reward. We at PSM are all about | 
pleasing our readers. Again, if you are | 
wondering, we did not go with this | 
idea because our feature was on 

naughty or nice games. And, as great | 
as this sketch (dreamed up by artist | 
Adam Hughes) was, it did not fit the | 
feature as well as the image we 

ended up with. To see a rough color 

version, go to: http://www.for- | 
tunecity.com/westwood/mugler/275 | 
fahindex.htm | 


a? SIM 


ST! text * WA 


tey 








A OK, here's the original sketch. Santa 
gets into the action with our favorite girls! 





+ 


4 Yes, Jon, we 
like Debbie 
Dunning, too! 


the guys over at 
Eidos and Para- 
| mount have yet 
to announce the 
|= final cast, Deb- 

| bie Dunning is 
| about as good a 
choice as any- 
one. However, 
we have heard 
that the movie 
has been delayed and that the script 
is being completely rewritten. Can it 
still make its original 1999 release 
timeframe? Only time will tell. So, to 
tide you over, here is a picture of the 
lovely Tool Time girl herself. 





Since | know your space is limited, | will 
make it short. The first question is, do 
you know if Konami is making a sequel 
to Vandal Hearts or Castlevania: SotN? 
The only other question concerns the 
Final Fantasy movie. Is Square really 
making it, or is it just a rumor? 


John Kosciusko 
Greeville, NY 


В- CHRIS: Good news, John: you 
can expect a sequel to Vandal Hearts 
to release this fall. No word on 
another PlayStation Castlevania, 
though. As for Square's Final Fantasy 
movie, it is indeed a reality, and is 
currently planned to hit U.S. theaters 
in the summer of 2001. We're even 
getting it before Japan! 


A few issues ago you did an article on 
PC PlayStation emulation. The graphics 
look better on the PC. Do you think that 
PlayStation 2 will work with original 
PlayStation games and make the graph- 
ics a higher resolution? It would be real- 
ly cool. Also, do you know if the Dex 
Drive gives you infinite blocks, since PC 


MY WARRIOR 


SPIRIT IS FINALLY) 


BROKEN. „и. 


РЕНН‏ ام ام ام 
pu gne gun poe I pe qi pee f Pe Pe‏ 





hard drives hold MUCH more than a 
standard PlayStation memory card? 


Nishu Ather 
Riverside, CA 


> BLAKE: if the PlayStation 2 is 
backwards compatible (which it 
probably won't be), odds are that it 
would enhance the graphics just like 
the emulators. in fact, if you check 
out Rumors last month, Sony sup- 
розефу already has a PlayStation 
version that can enhance the graph- 
ics, that they probably will never 
release. As for your DexDrive ques- 
tion: you can put as many saves as 
you want on your hard drive until the 
hard drive is full, so save away. 


Do you guys know how people who 
have ideas for games can get in touch 
with the people who make games? | 
know someone who has a really good 
idea for a game, but has no idea on how 
о actually get it made. 


Ronee Jo Lyons 
orfolk, VA 





B»- FRAN: Ronee, most companies 
are very wary about taking game 
ideas from people not currently 
under their employ, simply because 
of the legal issues involved. If they 
even so much as hear or read your 
idea and a similar game happens to 
come out a year or so down the road, 
they can be sued big time. No com- 
pany wants to risk this. And the icing 
on the cake is that most companies 
will only give chances to ideas that 
are fully fleshed out. Blindly submit- 
ting just an idea to a company won't 
get you anywhere, but, there are 
ways to be heard. The hest way is to 
make contacts within the industry 
and approach them with a complet- 
ed design document on the 

game you've worked out. 
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Each month, we put together three tough tests of skill—if you're good, 

you can win cool prizes and see your name in print! Only one winner will 

be selected from each challenge, so get your entry in early. Send in your 
entries to PSM Top This!, c/o Imagine Media, 150 North Hill Drive, Brisbane, 
CA 94005. Include your return address. No e-mail entries allowed! We can't 
return any pictures or videotapes you send. Enter today! 























Best Score 


and over until you are the master of all the tracks. 
Now you can put this persistence to good use. 








send it in. The top score is the winner! 











What we want you to do is get the best possible : 
| score you can on the first track. We don't care what. : 
| skater you use. When you get the best score you : 


possible can, take a Polaroid or videotape of it and : 
: after the credits wins. 


This month, our winners get a huge gamepack at nine differ- 
«ү е First, сор of st Dynamics we have copies 


J Wow! | 





: Collect The Ancestral Spirits 


If you're like us, you'll keep playing Street Sk&rover : When playing Akuji The Heartless, it isn't altogether i 
: necessary to get all of the ancestral spirits for each : 
: level if you want to win. If you take the time and 


effort to do it, though, you'll be rewarded by a secret : 


video at the end of the game. Have your Polaroid 
camera or VCR ready, because the first person who 
sends us a Polaroid or videotape of the secret movie 


Oh no—we're almost at the 
end of the issue! Another 
one bites the dust... Here are 
a few parting shots of the 
staff at play. We do that 
when we aren't working. 
Yep, it's a total surprise that 
there weren't more shots! 


Ми this pic, an insane 
short order cook holds 


4 At PSM, we don't fear tiny terrorists with toy guns. 


Fran hostage! 





асу о Reaver. . As i that wasn't cem 
Accolade has also kindly donated copies of Test 
1 * 2, and Hard 















445, 











| Find Everything - 


Guardian's Crusade is just about the quirkiest game | 
we've seen in a while, but it's also a lot of fun. To beat | 
: this Top This challenge, you're going to have to work | 
: really hard to find all 70 virtual toys, including the near- | 
: ly impossible to find Peacemaker. After you gather all | 
: of the toys, videotape the list or send in a series of | 

Polaroids to show your achievement. The first correct 
: entry we receive will be the winner. 






> Once 
again, 
Chris 
refuses to 
eat his 
vegetables. 
This can be 
annoying 
at times. 


Everywhere 
he goes, 
Gary 
always 
attracts 
new fans, 
like this, uh, 
stuffed cat. 











4 Yes, this is 

| where we had 
| our Christmas 
party this year. 
No, there 
weren't ап! 
bimbos invited. 
Darn it! 
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Welcome to Otaku Station, the official PSM 
(DYER N) LETTET WNI gift shop! Here you can find high-quality 
PSM-branded clothes and gear. Each item is 
personally deemed cool by the PSM staff 
before hitting this page. Take a look around! 









; : ' = \ | : TN YOU CAN 
Y HELLO! 9 ЧЕ : | he || E W NEVER GO WRONG 
| WELCOME TO — à аа ES WITH OUR 2-РАР T. 
E^ OTAKU STATION! ™ m ! аата | gef DOESN'T IT LOOK 
THE BEST PLACE INTHE 5 s b = ы 6007? . 
| UNIVERSE FOR QUALITY PSM 
MERCHANDISE! AND NOW ТР 
LIKE TO INTRODUCE МУ GOOD d 


Illustrations: Robert De Jesus 

























AND 1F YOU BUY MORE THAN 1 TEM YOUFLL СЕТ THIS COOL Onir ea 
EDITION PSM VINYL CHIER TE STICKER ABSOLUTELY === =) 





TO ORDER BY PHONE JUST CALL | 





X WE'RE ALWAYS 
Û check or money order made payable to AS MUCH AS YOU 
“Intaglio.” (Sorry, no CODs.) LIKE! THANKS FOR 


| О visa C) Mastercard Û Amex аи" G 




























































































! Name: Account Number: 

Address: Expiration Date l 
[| (Your account will be charged by Intaglio.) 
І City: State: Zip Code: ас 
т Phone Number or E-Mail Address: : == 
р РӘМ БК Сар: e eec o Quantity: Х $19.50 = $ Black only 
1 Short-Sleeve PSM Buttons Т: ... Quantity: Х $14.50 = 5 ______ Blue only Size: XL only 
1 Short-Sleeve PSM D-Pad T: .................... Quantity: X $14.50 = $ Black only Size: M L XL 
1 Short-Sleeve Banzai Chibi-Chan T:........ Quantity: X $14.50 = $ Orange only ize: M L XL 

Long-Sleeve Banzai Chibi-Chan T: ....... Quantity: X $24.50 = $ Navy blue only Size: M L XL 
l Banzai Chibi-Chan Vinyl Skate Sticker: . аата X $ 3.50 = $ Shipping $1.00 for stickers only 
1 CALIFORNIA residents add 8.5% sales tax..... y $ 
1 SHIPPING & HANDLING:.................... nnns United States........ add $5.00 $ 

Веста солисти add $7.50 | 

ЕЕ... A етанола дој add $15.00 
1 TOTAL iau mernet PlayStation Magazine 
1 Order must include payment. Products subject to availability and may change without notice. Please allow 4-6 weeks for delivery. All checks must be in U.S. dollars and drawn 


on a U.S. bank account. PSM is not responsible for any duties or taxes imposed by countries other than the U.S. during the delivery of international orders. 
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• 2/98 * с 
° - RE2: 100 Screens! 
o FF Tactics Guide 
e Alundra Guide 
PLUS 2-Sided RE2 
Poster, Tip Cards 


° < E3 ‘98 Report. 

• New Sony РРА 

г FFVIII First Look 
PLUS Ninja Poster 
from Eidos 












#1 “ 9/97 + $9.99 

: It all started here! 
: FFVII Guide, pt. 1 
° 16-pg. Code Bible 
PLUS the original 
PSM Lid Sticker! 


ETE • $7.99 
° < RE2 Guide, pt. 1 
e FF Tactics Secrets 
e Bloody Roar Strat 
PLUS Memory Card 
Stickers, Tip Cards 


#13 • 9/98 • $7.99 


e ТАШ Guide 

o Parasite Eve, pt. 1 
o NFL Xtreme Guide 
PLUS Gold Smiley 
Lid Sticker 


— SOLD OUT! — 

‹ Castlevania Strat. 
: FFVII Guide, pt. 2 
PLUS RE2 Lid 
Sticker / Tip Cards 


8, 4/98:• $7.99 
e RE2 Guide, pt. 2 
e BoFlll Secrets 
e Diablo Guide 
PLUS Gex 2 
Lid Sticker 


о . Parasite Eve, pt. 2 
FFVIII: 80 Screens! 
o New Controllers 
PLUS Thrill Kill 

Lid Sticker 





#3. 11/97 • 57:99. ~ 


: Colony Wars Strat 
e FFVII: Extra Info 

: Tip Cards 

PLUS Fighting 
Force Lid Sticker 


#9. 5/98. 57. 99 

o Tekken 3 Guide 

e МОИ Guide, pt. 1 
o Gran Turismo Strat 
PLUS Memory 
Card Stickers 


#15 • 11/98 • $7.99 
о Metal Gear Strat- 
еду Guide pt. 1 

» Tenchu Guide 
PLUS Giant Lara 
Croft Poster 


| 
| 
| ЗИ 





(BACK ISSUE ORDERS ONLY) 


#4. 12/97 • $7.99 

: TRII Strat, pt. 1 

: Oddworld Strat 

: Tip Cards 

PLUS “Lara Croft & 
friends” Lid Sticker 


° Tekken 3 Secrets 
Gran Turismo, pt.2 
o МОИ Guide, pt. 2 
PLUS Crime Killer 
Lid Sticker 


12/98 « «$7. 99 
° : Holiday Buyer's 
Guide 
o Metal Gear Solid 
Strategy guide — 
pt. 2 


You can now own a complete collection of 
PSM! Strike a blow for freedom and indepen- 
dence by buying all the back issues you're 
missing. Round out your collection of the best 
PlayStation mag ever! 


= PlayStation № 


o Preview ‘98 

: TRII Strat, pt. 2 

: Crash 2 Boss Strat 
PLUS Memory Card 
Stickers, Tip Cards 


#11 • 7/98. $7.99 

o МКА Guide 

» Vigilante 8 Guide 

» Einhander Secrets 
PLUS MK4 2-Sided 

Mega Poster 


#17 • 1/99. $7.99 
o 1999 Previews 

o PSM's Game Of 
The Year Awards 

> Dex Drive Lid __ 
Sticker 


liz 


маны 


MAR KE? 


rhe place ro buy, sell, ‘or adu games, peripher- 
als, and anything else tained ro rhe playstation 


|=- Marcelo Brasil 


gomadking007Qyahoo.com 
Description: l'm willing to sell WCW Nitro (205), 
Tomb Raider 2 (28$), Street 


Fighter Alpha without box and instructions(15$), 
Deathtrap Dungeon (25$). Please Email me. 





| Matt Holodak 

m_holodak@hotmail.com 

Description: | am willing to sell The Incredible 
Hulk ($20), Rascal ($30), and Duke Nukem: Total 
Meltdown ($35). They are in complete mint! | am 
also selling the new demo disk for a small price of 
$5! Email me or mail me. If you want to make a 
trade for the games (not the demo) then let me 
know. Or buy everything for $90! 


№ Mike Laxton 
Emperor. HopkinsQyahoo.com 

Description: | am willing to sell or trade 2Xtreme, 
Need for Speed 2, Nuclear Strike, and/or Jet 
Moto. They are all in excellent condition. | would 
like to trade these for any Star Wars related 
games and/or a Dual Shock Controller. Please e- 
mail me and give me an offer. 








№ Keith Slininger 
link4@pioneerplanet.infi.net 

Description: | am willing to sell or trade Crash 2 
($15), Twisted Metal ($10), Twisted Metal 2 ($15), 
Kings Field 2 ($15), Dead or Alive ($20), Tomb 
Raider ($15), Destruction Derby 2 ($15), 
Einhander ($25), and 3 demo discs for $5 each. | 
am also looking for 2 Gun Cons, Time Crisis, and 
Point Blank. 


> Spencer Piland 

piland@pbmo.net 

Description: | am looking to sell or trade 
Gameday ‘99 ($30)<-Played one time Tekken 3 
($28) Micro Machines V3 ($20). All in great con- 
dition. Will take best offer. | am looking for Final 
Fantasy 7, Resident Evil 2 lid sticker, X-games Pro 
Boarder and Duke Nukem: Time To Kill. 


№ Kao Syvirathphan 

1849 Eugenia Ave. 

Redding, CA 94005 

Description: | have Kartia and will sell it for $25 or 
trade for another RPG. 


| Kevin Courtemanche 

103 Valley Point Drive 

Dalton, GA 30721 

Description: | have In the Zone ‘98, Pitball, 
Kileak, Agile Warrior, F-111X, Wipeout, Crash 
Bandicoot, Fighting Force, Rogue Trip, Pool 
Hustler and ShootOut ‘97. | will sell these games 
or trade them. | am also interested in Twisted 
MetaLrelated stuff like posters, cd covers, and 
stickers. | will pay a reasonable price. 


E»- Kevin Taylor 

2794 Pasco Lane 

Atlanta, GA 30316 

Description: | want to get rid of WCW Nitro, 
Moto Racer, Felony 11-79 and Grand Theft Auto 








ч 
Pu 








b> TIM Tes ~ 
825 E. Second Street, | ive 
Elmira, NY 14901 

DESCRIPTION: | have a two-cup coffee 
maker, which Гат willing to trade for ANY. 
working PlayStation game that | don't cur- 


P LA = E 


AID OF THE MONTH 


. will 


: xp pm we will work out the details. 



















Крит. The coffee fint has a few 


; but is otherwise in good condition. | 
быв include enough coffee to make 16 
pots of regular coffee and 10 cups of decaf. If 
you offer the game | want, 1 will get back to 












ви 








for $15 each. | will trade any two for WWF 
Warzone, 4 demos for $1 each. 





№ Andy Kaatz 
Sir_meows_alot2@hotmail.com 

Description: | would like to trade/sell Tomb 
Raider 2 ($30 runs perfectly), Destruction Derby 2 
($15 starts slow), Iron and blood ($20 runs per- 
fectly), Casper ($20 runs perfectly), Red Asphalt 
($25 runs perfectly), War Craft 2 ($25 sometimes 
is slow). If some one would like to trade | would 
like C&C Red Alert Retaliation, any kind of con- 
troller, Tomb Raider 3, Warzone 2100, Armymen 
3d or regular, Resident Evil (either of them), 
Future Cop L.A.PD., Any WWF or WCW games. 


№ Devin Bowers 

vmmceb@libby.org 

Description: l'm looking to sell Twisted Metal 1, 
Test Drive Off-Road, Warhawk, and Lost World: 
Jurassic Park. All come with books, Test Drive 
Off-Road, Warhawk, and Lost World come with 
cases. All in good condition, please e-mail me. 


= Darryl 

Threedtown@aol.com 

Description: |'d like to sell or trade Nuclear Strike, 
Soviet Strike, Road Rash, and a plain old PS con- 
troller. I'd also like to buy or trade for Red Alert. 


№ Dan O'Hern 

groove_i76@yahoo.com 

Description: | am looking for a four player adapter 
and two games: Destruction Derby and Return 
Fire in good condition. 


== Squall 

Squall 91@aol.com 

Description: | am willing to trade Fade to Black 
for Chrono Trigger, or any of the Final Fantasy 
games. Or, I'll sell it for $15. 


| Chris Eagen 

t_shakur@juno.com 

Description: Looking to sell for best offer or even 
trade NFL Gameday ‘98, Jet Moto 2, WCW Nitro, 
& 4 demo discs from the Official U.S. PlayStation 
Magazine. All are in great condition & have cases. 
Looking for Duke Nukem:TTK, FF7, Test Drive 5, 
Mega Man Legends, & NFS3. 


№ Mike В 

Scooby233@aol.com 

Description: | am selling or trading Grand Theft 
Auto ($30), Xenogears($40 or best offer), Fighting 
Force($20), Resident Evil 2\best offer), Mortal 





Kombat 4($25), Metal Gear Solia\$40), and Time 
Crisis with namco gun($35). All games are in mint 
condition. | am looking for Armored Core project 
phantasm, Lunar: Silver Star Story (complete), 
Castlevania symphony of the night, NFL Blitz, any 
imported RPG, a Gameboy pocket or color with 
pokemon(either version) and an N64 with Zelda. | 
prefer COD. E-mail me with any offers. 





le George Prince 

ecnir@erols.com 

Description: | would like to sell the following 
games for 15$ each: NHL 97, NHL 98, NFL 
Gameday 97, NFL Gameday 98, Triple Play 98, 
Vadal Hearts, Castlevania, Tomb Raider, and 
Crash Bandicoot. 





fe Chris 

MrPeanut99@aol.com 

Description: | am selling some of my PlayStation 
games and controllers for $15-20 dollars a piece. 
The list is as follows: Tobal No. 1 (With Final 
Fantasy 7 demo), Final Fantasy Tactics, Grid 
Runner, Pocket Fighter, Twisted Metal 2, Formula 
1, Tomb Raider 2, and Super Puzzle Fighter 2 
Turbo. The controllers are two standard con- 
trollers made by Sony. The conditions of the 
items range from good to mint. | will trade 1 or 
more games for a title that | am looking for. 





№ Brandon 

GriffeeFan@juno.com 

Description: | have Resident Evil: Director's 
Cut$20), Madden '98($20), Street Fighter EX 
Plus A($25), and Final Fantasy VIK$30). | will trade 
any of the above games for Time Crisis(has to 
have GunCon) and any Dragon Ball Z video game 
for the playstation. l'm also looking for a cooling 
station and a Dual Shock Analog controller. 


be Larry the Chimp 

124 Oak Court 

Hercules, CA 94547 

Description: Dead or Alive, $20. Street Fighter 
EX Plus Alpha, $20. Nanotek Warrior, $15 (plus 
free demo disc) ESPN Extreme Games, $10 
(plus free demo disc). Assault Rigs, $5 (plus free 
demo disc). All games in very good condition, all 
have original cases and instructions. 





№ Alex Nomar 

72hr@aol.com 

Description: | am looking for a Sony Multitap, 
360 Block Memory Card, an Ascii Sphere 360 
Controller, and Nyko Scorpion Controller. | am will- 
ing to pay almost any reasonable price, E-mail me 
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Got some old games lying around just col- 
lecting dust? Maybe you've already tried the 
old “I got these by mistake for my birthday" 
excuse at every shop in town, but no one will 
trade them? Then get rid of ! 


4 


em here, for free 


or write me if you have any. 


| Nate Srulowitz 

Mr_Hat48@Hotmail.com 

Description: | was wondering if anyone is trying 
to get rid of old PSX demos that they don't want. 
Send me a list with prices if you can help! т 
especially looking for Playstation Sampler Packs 
(the ones that come with the PSX). Also, if you 
have any PSX Underground issues you don't 
want, I'll buy those too. 


№ Mark Konior 

ff7mark@hotmail.com 

Description: l'm looking for demos, the newer 
ones. l'Il trade you or buy them from you or if you 
want to buy them, I'll sell them all for $5 each. 


№» Keith Slininger 
link4@PioneerPlanet.infi.net 

Description: | have some games for sale: King's 
Field 215), Dead or Alive($19), Crash Bandicoot 
218), Twisted Metal$12), and Einhander($25). 
All games are in mint condition. Also | am looking 
to buy 2 GunComs, Point Blank and Time Crisis. 


fm Nick Jones 

diddy_69@hotmail.com 

Description: | am looking to sell two of my 
PlayStation games: Mortal Kombat 3, and WCW 
Vs The World. Price ranging from $10-20. 


№ Chad Heater 

MorbdJestr @aol.com 

Description: Looking for Monster Rancher, Hot 
Shots Golf, and Parasite Eve. Willing to trade a 
GameShark and Breath of Fire 3. 


№ Pat Mattei 
theboys@lsa.net 
Description: | want to trade Rascal for Jersey 
Devil, Mech Warrior 2 for Croc and Jet Moto for 
Gex Enter the Gecko. Will sell Jet Moto for $15. 
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of course, we'll also have plenty more on Kain 

_ for all you bloodsucking freaks out there. The 
game is just HUGE, and this month's coverage 

was just the tip of the iceberg. 




















“So І throw 





/ this 2 o'clock hitter a 






over my leather man's 


morning journal off at the handle 


pro 





and we lose 
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Don't pull a Merkle " Hit our website: 
www.highheat.com : 


(1) a. player that:hits well in batting practice, but: poorly during games. (2) a pitch with nothing on it. 
(3).an extremely weak hit. (4) a hit eluding the best infielder's tiny glove. (5) a pushover hitter..(6) a bat 
Playstation | made with poor wood. (7) a reference to the sultry pop singer's signature 60's song "Is That All There 157", 
i.e., is that all-there is to the pitch? (see nudist ). (8) a manager with a tendency to pull a pitcher at the first 
sign of trouble. (9) the mast physically unattractive player on any ball club. (10) a first-year player with a 
good curveball. (11) kept him from reaching base: safely. (12) a player who rarely makes solid contact. 
(13) the umpire. (14) corners of home: plate: (15) à base-on-balls ог a walk. (16) а bone head play. 











© 1999 The 3D0 Company. All Rights Reserved. High Heat Baseball, 3D0, and their respective logos, are registered trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. All other 





the ugly head’ rook’, with the 






(Sure you can talk the talk, but can you walk the walk?) 





TM 
“If you love baseball..this is the only game in town.” - GamerzEdge 3D О 


trademarks belong to their respective owners. © MLBPA Official Licensee - Major League Baseball Players Association. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 


Get reacquainted with an all-new GEX. 
And his Miss Adventures. 





* All-new intuitive camera system guides you through hazardous 3D missions 
* Over 25 all-new disguises with new abilities like scuba diving and snowboarding 
• Baywatch's Marliece Andrada stars as Agent Xtra in all-new full-motion video 
e An all-new СЕХ spits fireballs, controls tanks, crocodiles, burros and more 


• Over 1,000 all-new celebrity impressions and wisecracks 










www.eidosinteractive.com 
www.crystald.com 





~ ШЕ 
PlayStation En Crystal Dynamics, the Crysta! Dynamics logo, GEX, and the GEX character are trademarks of Crystal Dynamics. ©1998 Crystal Dynamics. А rights reserved. Eidos Interactiva s a trademark of Eidos, PLC © 1998 EIDOS, 
[o All rights reserved, PlayStation and tne PlayStation logos are registered trademarks of Sony Computer Entertainment. Anc. The ratings icon is a trademark of the Interactive Digital Software Association. 
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ONBIASED 
UNRIVALED 


! Please enter my subscription 

to PSM - 100% independent PlayStation 

Magazine. ГЇЇ receive 12 issues for only NAME (Please Print) 
$14.95 - just $125 an issue - and ГИ save 


75% off the cover price! 


AMERICA’S # 
PLAYSTATION 
MAGAZINE 


! Please enter my subscription 
to PSM - 100% independent PlayStation 
Magazine. РИ receive 12 issues for only 
$14.95 - just $125 an issue - and РИ save 
75% off the cover price! 


4. 


ADDRESS 


CITY/STATE/ZIP 
O Bill me later 





4SYN3 
[0 Check enclosed 


Offer good in US only. Cover price per issue is $4.99. Canada: US$28.95 (includes GST). 
Foreign: US$38.95. Prepaid in US funds.Please allow 6-8 weeks for delivery of first issue 


NAME (Please Print) 


ADDRESS 





CITY/STATE/ZIP 


45УМЗ 
[0 Bill me later [0 Check enclosed 


Offer good in US only. Cover price per issue is $4.99. Canada: US$28.95 (includes GST). 
Foreign: US$38.95. Prepaid in US funds.Please allow 6-8 weeks for delivery of first issue 
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Made with love’ Бу 
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OUT доа! iS UO ргеѕегхе с/аѕѕіс маео дате тадагіпеѕ SO Wiel 
they) аге по e lost permanently: 





People interested in helping out in any capacity, 
please моќ US акгекотад5.сот. 


№ profit'isimaderfromithese'scans? MOL CO US offer anything 
ама|йа етот ће publishers themselves: 


i WOW соте асго55 апуопе зеШтаге!еаъе от 
15 SUEY, ріеаѕе ао поб ѕ50ррог ет апа доле 05 Кпом/. 


Thank you! 


